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Abstract	
 Learning	does	not	stop	at	the	schools;	the	rapidity	of	change	and	the	advancement	of	technology	place	an	emphasis	on	multimedia	as	a	learning	tool.	The	directive	of	the	study	was	to	provide	information	on	how	multimedia	and	critical	thinking	skills	in	the	art	classroom	might	be	incorporated	in	order	to	enhance	and	prepare	students’	for	21st	century	careers.	Data	collection	was	accomplished	using	the	following	qualitative	methods:	interviews	and	observation.	Drawing	on	existing	literature	and	the	interviews,	the	author	looked	for	similarities	among	existing	conclusions	and	her	own.	A	description	of	an	art	course	with	multimedia	content	is	presented.	The	data	from	observation	was	compared	to	the	interviewees	experience	with	students’	engagement	with	multimedia	and	the	presence	of	critical	thinking	in	education.	The	study	served	a	dual	purpose:	gather	empirical	data	that	supports	scholarly	evidence	of	multimedia	and	critical	thinking	as	a	tool	for	preparing	students	for	the	21st	century	workplace,	and	assist	in	understanding	students	experience	when	engaging	with	multimedia.	
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 2	
21st	CENTURY	SKILLS	IN	THE	ART	ROOM	
 
Acknowledgement	
 Firstly,	I	would	like	to	express	my	sincere	gratitude	to	my	facilitator,	Darlene	García	Torres,	for	the	continuous	support,	her	patience	and	immense	knowledge.	Her	guidance	helped	me	in	all	the	time	of	research	and	writing.	My	sincere	thanks	to	Marisa	Mulero	and	Annie	Fernández	who	provided	me	their	experience	and	time,	without	they	support	it	would	not	be	possible	to	conduct	this	research.	Lastly,	I	would	like	to	thank	‘my	person’,	who	has	been	by	my	side,	supporting	me,	since	the	beginning	of	this	program.	
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 3	
21st	CENTURY	SKILLS	IN	THE	ART	ROOM	
 
Table	of	Contents	
 ABSTRACT…………………………………………………………………………………………………………...ii	
 ACKNOWLEDGMENTS…………………………………………………………………………………….......iii	
 CHAPTER	
 1. INTRODUCTION	TO	THE	STUDY………………………………………………………………………..7	Background	of	the	Study………………………………………………………………………….…7	Research	Goals………………………………………………………………………………………….9	Research	Questions…………………………………………………………………………………...9	Conceptual	Framework……………………………………………………………………………...9	Theoretical	Framework…………………………………………………………………………..10	Significance	of	the	Study………………………………………………………………………….12	Limitations	of	the	Study……………………………………………………………………...........13	Summary………………………………………………………………………………………………...14	Definitions	of	terms…………………………………………………………………………………14		 2. LITERATURE	 REVIEW	Introduction……...…………………………………………………………………………………………15	Conceptual	 Framework……………………………………………………………………………16	Review	of	Literature……………………………………………………………………………………..17		 Twenty	First	Century	Skills	and	Career	Readiness………………………….17	Multimedia	in	the	Art	Curriculum………………………………………………….18							Critical	Thinking…………………………………………………………………………...21	Summary………………………………………………………………………………………………...22		 3. METHODOLOGY	
 
 
 4	
21st	CENTURY	SKILLS	IN	THE	ART	ROOM	
 Design	of	the	Study………………………………………………………………………………….23	
 RESEARCH	METHODS	
 Site	Selection…………………………………………………………………………………….................23	
 Participants	of	the	Study………………………………………………………………………….24	
 Data	Collection………………………………………………………………………………….................24	
 Data	Analysis………………………………………………………………………………………………..26	
 Summary………………………………………………………………………………………………...28	
 4. RESULTSOFTHESTUDY	Introduction………….…………………………………………………………………………………….29	Significance	 of	 the	 Study………………………………………………………………………..29	Bias	and	Validity………………………………………………………………………………................30	Analysis	 of	 the	 Data…………………………………………………………………………………31	Results	of	the	Data……………………………………………………………………………………….32		 Developing	Critical	Thinking	through	Visual	Arts…………………………..33	Data	Results	from	Interviews	and	Observation………………………………33	Multimedia	Engagement	in	the	Classroom	Setting………………………….33	Data	Results	from	Interviews	and	Observation………………………………33	Fostering	Critical	Thinking	Skills	through	Multimedia……………………35	Data	Results	from	Interviews	and	Observation………………………………35	Preparing	Students	with	Critical	Thinking	and	Multimedia……………..36	Data	Results	from	Interviews	and	Observation………………………………36		 Summary………………………………………………………………………………………………………39		 5. CONCLUSION	AND	DISCUSSION	
 
 
 5	
21st	CENTURY	SKILLS	IN	THE	ART	ROOM	
 Introduction……………………………………………………………………………………………41	
 Discussion……………………………………………………………………………………………….41	
 Reflections	on	Existing	Literature……………………………………………………….42	
 Personal	Impact	of	the	Study………………………………………………………....44	
 Rationale	for	the	Unit	Plan………………………………………………………………….44	
 Impact	on	practice……………………………………………………….………………….....45	
 Recommendations…………………………………………………………………………………....46	
 Conclusion………………………………………………………….………………………………………...46	
 Advice	to	the	Field	of	Art	Education……………………………………………….47	
 Advice	to	Art	Teachers……………………………………………………………………….47	
 REFERENCES…………………………………………………………………………………………………………..49	
 APPENDIX	
 Appendix	A	Interview	Protocol………………………...………………………………..................53	
 Appendix	B	Observation	Protocol………………………………………………………………….58	
 Appendix	C	Coding	Matrix……………………………………………………………………………..60	
 Appendix	D	Unit	Plan…………………………………………………………………………………….68	
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 6	
 
CHAPTER	I	
 
INTRODUCTION	
 As	the	world	moves	forward,	schools	and	educators	should	move	forward	with	models	of	21st	century	learning.	Today’s	workforce	has	changed;	students	are	required	to	have	the	necessary	knowledge	and	skills	to	enter	the	workforce	before	they	graduate	from	high	school.	According	to	Guirdy	(2012),	State	Director	of	Career	and	Technical	Education	for	Indiana,	“career	readiness	involves	major	areas:	core	academic	skills	and	the	ability	to	apply	those	skills	to	concrete	work	situations	[and]	employability	skills,	such	as	critical	thinking”	(p.28).	The	visual	arts	provide	skills	that	prepare	students	to	enter	the	21st	century	workforce.	
 
Background	of	the	study	
 Learning	does	not	stop	at	the	schools;	the	rapidity	of	change	and	the	advancement	of	technology	place	an	emphasis	on	multimedia	as	a	learning	tool.	With	multimedia	as	a	learning	tool,	students	may	hone	skills	such	as	critical	thinking	through	the	process	of	art	making.	Critical	thinking	provides	students	with	a	method	of	analyzing	an	issue	from	multiple	perspectives.	As	an	educator,	one	of	the	author’s	main	goals	is	that	students’	achieve	success	not	only	in	class	but	in	their	careers	as	well.	In	order	to	do	so,	students	need	to	develop	a	set	of	skills	known	as	21st	Century	Skills,	which	are	defined	by	the	organization,	The	Partnership	for	21st	Century	Skills,	an	advocacy	organization	that	focuses	on	infusing	education	with	a	set	of	skills	to	prepare	students	for	postsecondary	and	21st	century	careers.	These	skills	are,	learning	skills	(collaboration,	communication,	critical	and	creative	thinking),	literacy	skills	(information,	media	and	technology	literacy),	and	life	skills	
21st	CENTURY	SKILLS	IN	THE	ART	ROOM	
 (flexibility,	initiative,	social	skills,	productivity	and	leadership)(Partnership	for	21st	Century	Skills,	2009)	Visual	arts	foster	abilities	that	support	critical	thinking,	a	skill	needed	for	today’s	world	critical	thinking	skills	are	crucial	in	all	together	for	today’s	workforce.	(Lombardi,	Kowitt,	&	Staples,	2014,	p.8).	Fostering	these	skills	will	help	students	develop	by	becoming	more	self---reliant	and	knowledgeable	of	their	strengths	and	weaknesses.	
 Fusing	a	core	subject	like	visual	arts	with	21st	Century	Skills	can	make	teaching	and	learning	more	engaging.	Art	education	provides	meaningful	learning	opportunities	and	helps	students	develop	critical	thinking.	Based	on	the	author’s	experience,	she	believes	that	when	students	engage	with	the	class	material	by	using	critical	thinking	skills	they	become	excited	and	analyze	the	class	material,	ultimately	incorporating	the	class	content	into	their	understandings	of	their	daily	life.	As	stated	by	Hooper	(1996),	a	professor	who	studied	strategies	for	teaching	critical	thinking	and	the	role	of	in	art	education,	“Critical	thinking	is	appropriate	for	the	teacher	of	fine	arts	because	the	arts	are	a	product	of	thought”	(p.2).	
 Like	stories,	art	speaks	to	both	human	reason	and	emotion.	Through	visual	art,	students	create	connections	with	what	they	know	and	understand.	Feldman	(1996)	states,	“art,	it	is	a	mode	of	connecting,	a	form	of	communication”	(p.5).	How	students	react	towards	an	artwork	is	influenced	by	past	experiences,	thus	making	a	connection	to	their	life	and	emotions.	The	process	of	looking	at	art	and	discussing	works	of	art	and	how	they	are	made	helps	students	hone	critical	thinking	skills	and	communicate	their	ideas.	Class	critiques	are	an	example	of	how	art	as	a	form	of	communication	might	promote	critical	thinking	habits;	students	listen	to	other	ideas	
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 and	discuss	what	works	and	what	may	not	work.	The	proposed	study	will	examine	the	 ways	 that	 a	 revised	 visual	 arts	 curriculum	 based	 on	 the	 21st	 Century	 Skills	might	prepare	students	for	success	in	the	work	force.	
 
Research	Goals	
 This	section	discusses	the	research	goals	of	the	proposed	study.	The	research	goals	are	to	examine	the	integration	of	21st	Century	Skills	into	the	art	curriculum	and	the	influence	it	has	on	students.	Through	the	research,	the	author	hopes	to	better	understand	how	art	and	multimedia	might	be	utilized	as	a	tool	for	preparing	students	for	the	21st	century	workforce	and	develop	lessons	that	relate	to	21st	century	careers	to	be	used	by	both	the	author	and	other	art	educators.	The	main	goal	is	to	create	an	effective	integration	of	multimedia	and	critical	thinking	skills	into	the	art	curriculum,	so	as	to	improve	the	preparation	of	high	school	students	for	today’s	workforce.	
 
Research	Questions	
 The	research	examines	the	question:	How	might	multimedia	and	critical	thinking	skills	be	incorporated	into	the	art	curriculum	to	help	support	and	enhance	students’	preparation	for	the	21st	Century	workforce?	Sub	questions	arise	such	as:	How	might	multimedia	support	critical	thinking?	How	might	multimedia	experiences	affect	students’	preparation	for	21st	century	careers?	
Conceptual	Framework	
 The	conceptual	framework	provides	an	outline	of	how	the	proposed	study	was	conducted.	The	proposed	study	is	a	qualitative	research	study	of	how	fostering	critical	thinking	through	multimedia	could	prepare	students	for	the	21st	Century	
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 workforce.	The	author	has	worked	for	two	years	with	high	school	level	students,	which	gave	significance	to	the	research;	it	provided	a	background	to	compare	the	literature,	interviews	and	observations	in	order	to	create	new	effective	teaching	methods.	As	methods	of	data	collection,	the	author	uses	what	Maxwell	(2012)	describes	as	a	multiple	method	approach	including	reading	notes	and	written	memos.	To	collect	data	regarding	the	inclusion	of	21st	Century	Skills	in	the	classroom	and	the	workforce,	the	author	interviewed	two	educators	from	the	district	of	San	Juan,	Puerto	Rico.	Both	interviews	provided	different	perspectives;	the	interview	with	the	visual	art	educator	may	provide	additional	insight,	resources,	concepts	and	skills	that	are	being	introduced	in	the	art	room.	The	interview	with	the	principal	of	the	Secondary	Montessori	of	Puerto	Rico	may	provide	a	different	perspective	and	insight	regarding	what	today’s	working	world	is	looking	for.	Career	success	in	today’s	society	depends	on	a	strong	education,	and	one	of	the	principla’s	responsibilities	is	students’	academic	success	and	preparation	for	future	endeavors.	In	addition,	literature	may	provide	insight	regarding	which	multimedia	might	be	implemented	in	the	art	curriculum	and	how	this	implementation	might	support	critical	thinking	skills.	
 
Theoretical	Framework	
 In	an	economy	that	is	driven	by	innovation,	there	is	a	need	for	new	learning	models	and	new	approaches	in	curricula,	one	that	prepares	students’	for	today’s	workforce.	For	instance,	many	art	lessons	are	based	on	traditional	techniques	such	as,	pen	work,	clay,	painting,	etc.	Gude	(2013)	discusses	how	art	educators	can	bring	new	methodologies	to	the	curriculum;	“we	must	be	willing	to	let	go	of	some	of	the	
 
 10	
21st	CENTURY	SKILLS	IN	THE	ART	ROOM	
 old	familiar	projects	in	order	to	make	room	for	other	sorts	of	projects	and	other	kinds	of	art	experiences”	(p.	6).	Rather	than	focus	on	the	ability	of	realistically	depicting	an	image,	a	learner---centered	teaching	may	encourage	students’	critical	attitude	and	interpretation	through	multimedia.	Soulé,	executive	director	of	the	Partnership	for	21st	Century	Learning	(P21)	and	Warrick,	communications	manager	for	P21	and	author	of	the	Framework	for	21s	Century	Learning	for	the	Partnership	for	21st	Century	Learning,	provide	a	summary	of	the	research,	in	an	article	where	they	offer	a	rationale	and	key	recommendations	for	teaching	practices	that	prepare	students	for	the	21st	Century.	
Ensuring	that	high	school	students	graduate	prepared	for	the	21st	Century	requires	a	different	approach	from	educators,	
 The	integration	of	the	21st	Century	Learning	in	schools	and	districts	in	the	United	States	and	abroad	provides	one	successful	model	of	systemic	change	in	the	curriculum	and	pedagogy,	professional	development,	assessment,	learning	environments,	and	more	that	lead	to	significant	positive	outcomes	for	students	(p.185).	
 Adding	the	skill	of	critical	thinking	to	the	21st	Century	Skills	unit	can	help	students	think	for	themselves	and	become	more	self---reliant.	Conley	(2003),	as	stated	in	Lombardi	et	al.	(1999),	states	that	first	time	employees	are	expected	to,	“solve	an	unexpected	work---related	challenge	or	material	shortage,	[and	resolve]	a	work	conflict	with	a	colleague	or	a	supervisor”,	or,	in	other	words,	think	in	a	critical	manner	(p.3).	The	visual	arts	can	be	described	as	the	product	of	critical	thinking;	there	is	a	deep	reflective,	conceptual	and	interpretational	thinking	that	goes	into	the	process	of	art	making.	Lundquist	(1999),	a	lecturer	who	conducted	a	research	study	
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 in	quality	management	in	higher	education,	states	in	Critical	Thinking	and	the	Art	of	
Making	Good	Mistakes,	“experience	is	not	enough,	in	order	to	attain	a	new	state	of	knowledge	there	has	to	be	some	reflection”	(p.523).	Critical	thinking	enables	students	to	create	a	unique	piece	of	art	and	acquire	one	of	the	skills	employers	expect	young	adults	to	have.	
 
Significance	of	Study	
 With	the	knowledge	that	students	must	learn	essential	skills	such	as	critical	thinking	in	order	to	be	successful	in	today’s	working	world,	a	new	implementation	of	teaching	models	is	in	order.	A	revised	visual	arts	curriculum	based	on	critical	thinking	will	enable	students	to	be	better	prepared	for	success	in	work,	as	well	as	become	creative	citizens.	A	focused	and	cohesive	curriculum	benefits	students	and	teachers	as	well;	implementing	learning	skills	and	life	skills	can	be	done	in	all	subjects.	Although	the	author	speaks	of	the	impact	that	the	implementation	of	21st	Century	Skills	will	have	on	her	students’	future,	the	proposed	research	can	be	used	in	collaboration	amongst	art	educators.	
 The	Secondary	Montessori	of	Puerto	Rico	focuses	on	students	being	college	and	career	ready	by	the	time	they	graduate.	The	San	Juan	district	is	currently	under	the	transition	of	applying	the	Flexibility	Plan,	a	plan	created	by	the	Puerto	Rico	Department	of	Education,	where	schools	embrace	the	preparation	of	students	for	post---secondary	studies	and	professional	careers.	Being	new	in	the	teaching	field,	the	author	would	like	to	be	part	of	the	transition	and	develop	a	curriculum	that	fosters	lifelong	experiences	and	skills	that	students	can	use	throughout	their	professional	careers.	The	author	understands	that	her	students	are	the	future	contributors	of	
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 Puerto	Rican	society,	and	she	feels	that	it	is	important	to	provide	the	skill	needed	for	them	to	succeed	and	positively	contribute	to	their	society.	
 Partnership	for	21st	Century	Learning	(P21)	developed	a	skills	map	for	the	arts,	which	provides	art	educators	examples	of	how	art	subjects	can	be	fused	with	skills	that	promote	21st	century	knowledge.	To	build	knowledge	and	skills	for	success,	P21	suggest	curricula	that	“focus	on	creativity,	critical	thinking,	communication	and	collaboration,	which	are	essential	to	prepare	students	for	the	future”	(Partnership	for	21st	Century	Skills,	2007,	p.3).	The	arts	are	an	ongoing	process;	students	work	in	groups,	hear	other	ideas,	receive	and	provide	feedback,	all	of	which	serve	a	critical	role	in	preparing	students	for	the	21st	century.	In	the	21st	century	working	world,	students	will	not	be	evaluated	through	test	scores;	they	will	work	with	their	peers,	participate	in	class	critiques	and	look	for	unique	solutions	in	order	to	solve	a	problem.	Guidry	(2012)	states,	“behavioral	skills	are	essential	for	career	readiness,	these	skills	include	teamwork,	organizational	citizenship,	integrity	and	work	ethic”	(p.28).	As	a	teacher,	the	author	wants	to	instill	skills	and	knowledge	that	prepare	students	for	the	challenges	and	demands	of	future	employers	through	visual	arts.	Data	from	the	research	can	help	other	art	educators	to	consider	how	critical	thinking	skills	and	multimedia	might	be	integrated	more	frequently	in	art	education.	
 
Limitations	of	the	Study	
 Limitations	of	the	study	are	varied.	The	location	for	the	proposed	research	is	based	out	of	Secondary	Montessori	of	Puerto	Rico;	the	school	will	be	closed	as	of	June	30,	2015.	Due	to	time	limitations,	individual	student	data	is	not	taken	into	
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 consideration	and	an	interview	with	the	school	principal	must	be	conducted	before	the	school	closes.	The	interview	with	the	principal	and	the	art	educator	must	be	flexible	due	to	their	individual	availability.	In	addition,	the	research	must	be	conducted,	analyzed,	evaluated	and	concluded	within	a	14---week	time	frame.	The	previous	mentioned	limitations	might	affect	the	quality	of	the	research	since	there	is	not	enough	time	to	develop	a	more	in---depth	investigation	and	conduct	more	interviews.	
 
Summary	
 Chapter	one	has	identified	that	an	arts	curriculum	focused	on	21st	Century	Skills	such	as	critical	thinking	may	benefit	students	in	preparing	them	to	enter	the	work	force.	Interviews,	observations	and	scholarly	readings	will	provide	insight	into	the	role	of	visual	arts	in	the	21st	century.	The	following	chapter	reviews	the	literature	on	21st	Century	Skills	in	schools,	as	well	as	the	impact	of	using	critical	thinking	as	a	focus	in	art	education.	
 
Definition	of	Terms	
 
21st	Century	Skills	refers	 to	a	broad	set	of	skills	of	knowledge,	skills	 that	are	believed	 to	 be	 critically	 important	 to	 success	 in	 today’s	world,	 particularly	 in	collegiate	programs	and	contemporary	careers	and	workplaces.	
 
Critical	Thinking	is	the	process	of	actively	and	skillfully	conceptualizing,	applying,	analyzing,	synthesizing,	and/or	evaluating	information	gathered	from	observation.	
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CHAPTER	II	
 
LITERATURE	REVIEW	
 Multimedia	and	critical	thinking	skills	can	be	incorporated	into	the	art	curriculum	in	order	to	enhance	students’	preparation	for	the	21st	century.	Young	people	deserve	a	competitive	education	that	can	create	a	culture	of	innovation	and	entrepreneurship.	An	emphasis	on	multimedia	and	critical	thinking	in	art	curriculum	may	help	students	become	productive	in	the	work	force.	Evidence	suggests	that	the	introduction	of	multimedia	and	critical	thinking	skills	in	art	curriculum	prepares	students	for	the	demands	of	the	21st	century,	specifically	in	terms	of	preparing	them	for	21st	century	careers.	This	chapter	includes	a	visual	conceptual	framework	from	which	this	research	is	based	and	a	literature	review.	The	literature	review	places	this	study	in	existing	studies	that	have	addressed	the	same	problem.	
 
Conceptual	Framework	 
 
 Areas	of	Research:	 Research	Strategies:	---Limitations	of	 ---Interviews	information	 ---Observations:	 ---Class	implementation	 Multimedia	summer	 ---Teacher	training	 camp	
 Class	of	students	from	Prior	Knowledge:	 10---18	---Literature	review	---Experiences	working	with	  
 
 
 
 
 
 
 
 
 
 Connections:	 ---Engage	students	and	students,	at	the	high	school	level	 ---Information	regarding	the	 implementation	of	21st	Century	Skills	in	art	Curriculum	 ---Information	about	21st	Century	Skills	
 Research	Question:	 ---	How	might	media	and	 critical	thinking	be	incorporated	into	the	art	 curriculum	to	help	support	and	enhance	 students’	preparation	for	the	21st	century	 careers?	
 motivate	them	to	learn	 ---Create	integrative	methodologies	that	focus	on	21st	Century	Skills	 ---Restructure	lessons	and	projects	that	use	 multimedia	and	support	critical	thinking	 ---Influence	of	art	 education	on	student	career	readiness	
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Review	of	Literature	
 The	review	of	literature	explores	the	integration	of	21st	Century	Skills	into	the	art	curriculum,	the	role	of	multimedia	in	the	art	curriculum	and	how	multimedia	might	support	critical	thinking.	It	is	argued	that	art	educators	need	to	be	open	to	new	methods	of	teaching,	due	to	the	demands	of	the	21st	century	workforce.	Multimedia	as	a	tool	in	the	art	curriculum	may	provide	effective	learning	opportunities	and	experiences	that	foster	critical	thinking	skills	among	students.	
 
Twenty---First	Century	Skills	and	Career	Readiness	
 Twenty---first	Century	Skills	can	be	defined	as	a	set	of	skills	that	are	needed	in	order	to	be	successful	in	today’s	working	world.	These	skills	are	set	by	The	Partnership	for	21st	Century	Skills;	an	advocacy	organization	recognized	by	the	National	Education	Association	(NAE)	that	focuses	on	infusing	education	with	skills	that	provide	educators	with	tools	to	prepare	students	for	postsecondary	and	21st	century	careers.	The	mentioned	skills	need	to	be	taught	across	the	curriculum	because	employers	are	seeking	employees	that	hone	these	skills.	
 Although	school	standards	typically	meet	essential	academic	content	knowledge,	they	should	define	as	well	skills	to	contribute	students’	success	in	today’s	workforce.	Greenstein,	educator	for	over	thirty	years	and	author	of	Assessing	21st	Century	(2012),	postulates	that	schools	must	focus	on	more	than	just	the	basics	and	engage	students	in	skills	that	prepare	students	for	college	and	future	careers.	Davis	and	Miller	(1996)	concluded	that	group	projects	can	teach	both	subject	matter	and	required	work	skills.	The	authors	determined	that	the	skills	students	needed	for	future	employments	are,	communication	skills,	competence,	
 
 16	
21st	CENTURY	SKILLS	IN	THE	ART	ROOM	
 group	effectiveness	skills,	personal	management,	problem	solving	skills	and	adaptability	skills.	They	posit	that	critical	thinking	can	be	helpful	in---group	projects,	“having	group	members	identify	and	work	through	problems	themselves	can	be	just	as	beneficial	and	meaningful	to	learning	as	goal	attainment”	(p.71).	Moreover,	O’Sullivan	and	Dallas	(2010)	present	a	case	study	that	aimed	to	better	prepare	students	with	skills	in	order	to	help	them	determine	how	problem	solving	can	be	applied	to	the	real	world.	In	their	article	they	posit	that	high	school	students	should	be	graduating	capable	of	thinking	critically	and	“comfortable”	with	problem---solving	(p.	4).	They	found	that	by	integrating	more	advanced	skills	into	the	core	curriculum,	high	school	students	would	be	better	prepared.	Twenty---first	Century	Learning	skills	represent	a	powerful	solution	for	integrating	learning	for	the	demands	of	the	workforce.	
 
Multimedia	in	the	Art	Curriculum	
 Scholars	have	explored	how	the	art	curriculum	can	be	enhanced	through	the	adoption	of	multimedia	studies	in	the	classroom.	According	to	Long	(2001),	a	teacher	of	Art	and	Design	at	the	University	of	Brighton	who	conducted	a	study	where	he	evaluated	the	impact	of	technology	on	students	learning,	imagery	is	one	of	the	principal	conduits	for	information	in	a	“computer	based	society”	(p.256).	Long	(2001)	posits	that	the	personal	computer	and	digital	technology	present	a	resource	for	students	to	engage	in	a	critical	manner.	He	posits	that	there	is	a	need	for	children	to	develop	a	critical	awareness	through	practical	exploration	of	contemporary	art.	In	addition,	he	observed	that	tools	like	multimedia	should	be	part	of	students’	
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 learning	(Long,	2001).	This	type	of	study	lends	credibility	to	the	views	of	a	restructured	curriculum	that	incorporates	multimedia.	
 Mallan	(2002)	asserts	that	the	incorporation	of	multimedia	in	the	arts	curriculum	can	help	to	enhance	the	problem	solving	acumen	of	students.	He	articulates	that	students	can	be	able	to	work	together	and	understand	how	to	solve	
 problems	through	creating	cultural	products.	Through	such	an	experience,	the	author	believes	that	new	knowledge	can	be	created.	According	to	him,	the	aspect	of	self---learning	is	essential	for	the	21st	century,	specifically	because	multimedia	as	a	tool	can	“connect	students	through	the	sharing	of	their	experiences”	(p.1).	He	says	that	the	incorporation	of	media	into	the	arts	takes	learners	beyond	the	classroom,	moving	them	to	the	surrounding	community	and	finally	to	the	world	at	large	(Mallan,	2002).	In	addition,	multimedia	courseware	is	one	of	the	solutions	in	dealing	with	students’	differences	in	learning	styles	and	knowledge	background	since	it	integrates	media	elements	that	can	engage	human	information	retrieval	methods	which	are	visual,	auditory,	reading	and	kinesthetic	(Syazwan,	Wan,	Yew	Kwang,	2011,	p.)	
 According	to	Olsen(2014),	the	incorporation	of	multimedia	into	the	arts	can	make	students	become	imaginative	and	explore	the	world	of	fantasy.	By	exploring	ideas	beyond	their	reality,	students	can	come	up	with	creative	ways	to	develop	their	communities.	He	offers	the	example	of	the	establishment	of	prototype	technology,	which	allows	students	to	fantasize	about	how	to	solve	challenges	that	are	associated	with	living	in	remote	areas	of	the	world	(Olsen,	2014).	Through	the	adoption	of	multimedia	in	art,	students	can	use	virtual	3D	architecture	to	solve	community	
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 challenges	in	which	dreams	can	be	converted	into	functional	ideas.	She	describes	a	lesson	where	students	were	challenged	to	design	a	sustainable	community	on	Mars,	students	incorporated	a	diverse	range	of	skills,	such	as	using	multimedia	and	producing	an	investigatory	document	of	Mars	environment	(Olsen,	2014).	The	author	provides	an	exercise	that	challenge	students	to	make	choices,	investigate	and	discuss,	thus	using	critical	thinking	skills.	First	time	employees	are	expected	to	think	critically.	Exercises	like	this	can	be	useful	for	solving	an	unexpected	work	challenge.	
 Online	access	is	another	resource	that	art	educators	can	take	advantage	of.	According	to	Knochel	(2013),	“online	resources	can	support	art	teachers	in	engaging	students	in	an	array	of	artistic	expression	and	digital	making,	and	forms	of	visual	research	that	utilize	social	media”	(p.13).	As	example	of	this,	students	focus	on	an	idea	and	follow	tags	within	Flickr	to	find	visual	representations	of	their	concepts	instead	of	conducting	a	general	search	on	the	Internet	(Knochel,	2013).	The	fact	that	digital	media	is	dependent	on	the	Internet	means	that	learners	can	enhance	their	computational	literacy.	Technology	has	brought	resources	to	the	art	room	that	allow	students	to	engage	with	the	material	and	understand	it	visually.	Knochel	(2013)	defines	visuality	“in	relation	to	art	education,	like	critical	thinking,	is	to	go	beyond	what	is	being	seen	and	ask	how,	why	and	what”	(p.17).	Knochel	(2013)	acknowledges	that	a	“focus	on	visuality	as	the	beginning	to	critical	thinking	in	art	education	is	an	important	starting	point”	(p.17).	In	teaching	our	students	21st	Century	Skills,	we	need	to	use	the	technologies	available	to	help	students	become	critical	thinkers	so	that	they	acquire	skills	that	will	help	them	succeed	in	today’s	workforce.	
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Critical	Thinking	
 Paul	(as	cited	in	Buffington	2007)	defines	critical	thinking	as	the	development	process	of	active,	purposeful	coherent	and	cognitive	skills	in	individuals	(p.	19).	Critical	thinking	can	be	enhanced	through	purposeful	teaching.	Purposeful	teaching	is	when	teachers	establish	a	purpose	to	the	lesson,	in	other	words	an	objective.	Buffington	(2007)	states	that,	“critical	thinking	involves	considering	an	issue,	a	project,	an	idea,	an	artwork,	or	anything	else	from	multiple	perspectives”	(p.19).	She	presents	multiple	perspectives	as	an	aspect	of	critical	thinking,	which	includes	students	reflecting	upon	their	own	thoughts	and	their	peers,	acknowledging	the	basis	for	other	arguments,	and	recognizing	its	importance.	Through	multiple	perspectives	students	develop	understanding,	ability	to	elaborate	opinions,	and	awareness	of	multiple	interpretations.	In	the	visual	arts	form,	there	is	deep	conceptual	and	interpretational	thinking	that	goes	in	the	process	of	making.	As	part	of	the	visual	art	class,	students	must	be	able	to	evaluate	in	a	critical	manner	art	forms	of	the	past	and	art	of	their	own	making	(Templeton,	1969,	p.5).	Critical	observation	supports	the	development	of	students’	ability	to	make	observations	and	connections	between	concept,	topics,	and	the	artwork.	Postsecondary	instructors	and	employers	expect	students	to	utilize	critical	thinking	skills	in	their	classes	and	work	related	assignments	(Lombardi	et	al.,	1999,	pp.	2---3).	
 
 
Summary	
 This	 literature	 review	 explores	 existing	 research	 and	 scholarly	 writings	 that	addresses	multimedia	 and	 critical	 thinking	 in	 the	 art	 curriculum	 for	 the	21st	 century.	Learners	can	move	beyond	the	classroom	environment	and	create	new	knowledge.	
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 Buffington	(2007)	states	how	multimedia	supports	critical	thinking,	“students	will	need	to	consider	the	motivations	of	the	different	sites	and	think	about	why	the	different	sites	are	promoting	different	ideas”	(p.20)	The	virtual	culture	created	through	digital	media	enables	students	to	think	critically;	they	learn	to	recognize	the	existence	of	multiple	opinions	and	enable	students	to	understand	why	art	can	be	interpreted	in	different	ways.	Students	who	incorporate	critical	thinking	skills	in	art	can	become	self---sufficient,	because	critical	thinking	helps	students	develop	individual	judgments	and	it	challenges	students	to	ask	questions	and	look	for	solutions.	In	addition,	the	application	of	multimedia	and	critical	thinking	skills	across	the	art	curriculum	is	vital	to	prepare	students	for	the	21st	Century	workforce.	Chapter	two	provided	the	grounds	on	which	the	methodology	is	based,	which	is	discussed	further	in	Chapter	Three.	
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CHAPTER	III	
 
METHODOLOGY	
 
Design	of	the	Study	
 This	qualitative	study	focused	on	how	a	21st	Century	Skill,	specifically	critical	thinking,	might	be	incorporated	into	the	visual	arts	curriculum	with	multimedia.	As	a	data	collection	method,	the	author	conducted	interviews	and	observations.	Becker	(as	cited	in	Maxwell,	2013)	states	interviews	provide	“a	full	and	revealing	picture	of	what	is	going	on”	regarding	multimedia	and	critical	thinking	(p.	126).	Observations	helped	the	author	obtained	more	detailed	and	concrete	data	to	draw	conclusions	and	comparisons	(Maxwell,	2013,	p.	126).	The	author	aimed	for	the	data	to	provide	information	on	how	multimedia	and	critical	thinking	in	the	art	classroom	might	be	incorporated	in	order	to	enhance	and	prepare	students	for	21st	century	careers.	
 
Research	Methods	
 
Site	Selection	
 The	Secondary	Montessori	of	Puerto	Rico	was	the	school	that	the	author	taught	in	for	two	years	prior	to	the	study.	Due	to	her	familiarity	with	the	administration	and	teaching	experience,	this	was	the	ideal	place	for	conducting	part	of	the	research.	As	the	goal	of	the	author	is	to	improve	her	instruction	by	creating	a	curriculum	that	fosters	lifelong	learning	experiences	and	skills	that	students	can	use	throughout	their	professional	careers,	the	location	seemed	most	appropriate.	Due	to	the	summer	timing	the	observations	of	students	were	conducted	at	a	summer	art	workshop	at	a	local	College.	In	order	for	the	author	to	conduct	her	study	the	President	of	a	local	College	needed	to	grant	permission.	Through	e---mail	the	
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 president	of	the	College	was	made	aware	of	the	study	and	assured	that	the	study	would	be	completely	anonymous.	Due	to	the	agreement	with	the	head	of	the	department,	the	name	of	the	college	is	not	going	to	be	mentioned	in	this	study.	
 
Participants	of	the	Study	
 In	order	to	gain	insight	beyond	personal	and	the	author’s	prior	history	teaching	high	school	level	students,	unstructured	interviews	with	two	educators	from	the	district	of	San	Juan	were	posed.	The	participants	of	the	research	included	one	experienced	visual	art	educator	and	the	principal	of	SMPR.	In	order	to	protect	participants’	identities,	the	author	used	pseudonyms.	Sonia,	is	an	artist	who	currently	works	at	the	academy	of	María	Reina,	located	in	Río	Piedras,	Puerto	Rico,	where	she	teaches	high	school	students	drawing,	painting,	advanced	placement	(AP)	for	drawing	and	painting,	and	digital	arts.	Ana	has	a	bachelor’s	degree	in	art,	marketing,	and	an	associate’s	degree	in	digital	arts,	is	currently	working	towards	her	master’s	degree	in	museology.	María	is	the	principal	of	the	SMPR,	and	also	teaches	Math,	Science	and	English	at	the	school.	Each	educator	explained	in	detail	not	only	how	multimedia	could	be	incorporated	in	the	curriculum,	but	also	how	multimedia	might	foster	critical	thinking	skills	in	students.	In	addition,	they	both	explained	how	students’	engagement	with	multimedia	might	be	beneficial	for	their	future.	The	author	chose	Sonia	and	María	for	their	experience	with	students	and	multimedia.	The	purpose	of	the	participants	in	the	interviews	aided	the	understanding	of	their	experience	and	knowledge	in	comparison	to	the	author’s.	Asking	educators	about	their	specific	experiences	with	multimedia	and	critical	
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 thinking	over	the	course	of	their	careers	enabled	a	more	personal	perspective	that	the	author	may	not	have	known	previously.	
 
Data	Collection	
 In	order	to	gain	information	from	different	perspectives	of	the	inclusion	of	multimedia	in	the	art	curriculum,	data	for	the	research	was	collected	through	multiple	methods,	interview	and	observation	(Maxwell,	2013,	p.102).	The	author	used	the	interview	and	observation	to	investigate	how	a	21st	Century	skill,	critical	thinking,	and	multimedia	might	be	incorporated	in	the	visual	arts	curriculum.	The	observation	of	students	took	place	at	a	summer	art	program,	which	focused	on	the	immersion	of	technology	and	digital	arts.	Unstructured	interviews	were	conducted	with	one	visual	art	educator	and	the	principal	of	SMPR	(see	Appendix	A:	Interview	Protocol).	The	unstructured	approach	allowed	the	author	to	focus	on	the	study	of	multimedia	and	deepen	her	contextual	understanding	(Maxwell,	2013,	p.88).	The	interviews	were	audio	recorded,	with	an	audio	recording	application	on	the	author’s	phone.	Memos	were	written	after	each	interview	in	order	to	help	the	author	remember	details	that	may	not	be	included	in	the	transcripts.	It	should	be	noted	that	because	the	study	was	conducted	in	Puerto	Rico,	the	interviews	were	in	Spanish	and	were	later	translated	into	English.	The	interview	with	the	visual	art	educator	gave	insight	to	strategies,	projects	and	techniques	that	can	be	incorporated	in	the	visual	arts	curriculum	in	order	to	foster	critical	thinking	through	multimedia.	The	interview	with	the	principal	gave	a	different	perspective	and	insight	regarding	what	today’s	working	world	is	looking	for	and	how	she	implements	critical	thinking	in	her	instruction	through	multimedia.	The	author	posed	pre---prepared	individual	
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 open---ended	questions.	Questions	were	similar	in	the	approach	to	the	inclusion	of	media	and	critical	thinking	skills,	but	differed	depending	on	the	work	experiences	of	the	respondents.	Observations	were	made	of	students,	ages	11	through	18,	who	participated	in	the	summer	arts	workshop	at	a	local	College	(see	Appendix	B:	Observational	Protocol).	Field	notes	were	taken	during	the	observations,	for	later	reflection,	analysis	and	comparison.	
 
Data	Analysis	
 Using	the	audio	recording,	the	author	used	the	constant	comparative	method	to	analyze	the	information	and	look	for	patterns	within	the	data.	The	author	focused	on	how	multimedia	and	critical	thinking	can	be	incorporated	in	the	visual	arts	curriculum	and	how	multimedia	supports	critical	thinking.	The	data	from	the	interview	transcripts	were	coded	into	themes.	Maxwell	(2013)	refers	to	these	themes	as	“categories”;	these	categories	represent	broad	areas	that	the	researcher	wishes	to	study	(p.107).	For	this	study	the	themes	were:	developing	critical	thinking	through	visual	arts,	fostering	critical	thinking	skills	through	multimedia,	multimedia	engagement	in	the	classroom	setting	and	preparing	students	with	critical	thinking	and	multimedia.	Students	were	observed	while	they	participated	in	motion	capture	and	photography	workshops.	The	observations	contributed	additional	insight	on	students’	experience	with	multimedia	and	how	their	engagement	with	multimedia	might	foster	critical	thinking	skills.	Triangulation	is	the	process	of	collecting	information	from	different	sources,	individuals	and	settings	(Maxwell,	2013,	p.128).	This	assisted	in	removing	bias	(emotional	content	or	predetermined	ideals)	from	the	study.	Lastly,	the	collected	and	coded	data	was	analyzed	by	the	constant	
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 comparative	 method.	 The	 data	 from	 observation	 was	 compared	 to	 the	interviewees	 experience	 with	 students’	 engagement	 with	 multimedia	 and	 the	presence	of	critical	thinking	in	education.	
 The	author’s	classroom	observations	are	presented	under	the	following:	
 1. Class	organization:	The	author	looked	for	ways	the	instructor---introduced	students’	new	tools.	The	instructor	had	the	ability	to	communicate	information	clearly	and	simplified	the	course	content.	Her	previous	experience	in	teaching	art	with	computers	made	her	aware	of	issues	to	consider	when	teaching	students	how	to	work	with	design	software	programs.	Throughout	the	class,	the	instructor	insisted	that	students	used	a	different	file	for	every	change	made	on	the	image,	such	as	transparency	or	sound	incorporation.	She	insisted	on	the	importance	of	introducing	the	tools	in	a	gradual	manner.		 2. Students	engagement	with	multimedia:	While	observing	the	classroom,	the	author	noticed	that	students	felt	easily	frustrated	when	they	were	not	able	to	do	what	they	wanted	to	do.	After	the	instructor	or	another	student	helped	them,	that	frustration	became	curiosity,	students	wanted	to	know	more.	Students	seemed	engaged	while	working	with	software	design	programs.	When	students	understood	how	the	tools	of	Photoshop	and	Illustrator	worked,	this	seemed	to	promote	collaboration	among	students.	Students	shared	their	knowledge	and	helped	others	that	had	more	difficulty	using	the	tools.	
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 3. Students’	use	of	critical	thinking	via	multimedia:	By	the	second	day	of	observation,	students	seemed	to	increasingly	feel	secure	about	showing	their	work	progress.	Students	went	through	a	variety	of	tools,	from	which	they	had	to	choose	and	use	in	order	to	create	a	strong	composition.	During	the	course	
 of	the	class	students	utilize	their	critical	thinking	by	making	decisions	in	their	compositions	such	as,	rendering	color,	contrast,	making	an	object	clearer,	etc.	
 
Summary	
 Chapter	three	outlined	the	methods	used	by	the	author	in	order	to	conduct	her	study.	The	author	chose	participants	who	could	provide	her	with	valuable	information	in	order	to	answer	her	research	question.	The	data	from	the	interviews	were	transcribed.	The	collected	data	was	then	color	coded	by	themes	and	analyzed	utilizing	the	constant	comparative	method.	The	following	chapter	describes	the	results	from	the	study.	
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CHAPTER	IV	
 
RESULTS	OF	THE	STUDY	
 
 
Introduction	
 This	qualitative	study	focused	on	the	use	of	multimedia	and	how	it	could	promote	critical	thinking	skills	as	well	as	prepare	students	for	the	21st	century	workforce.	Chapter	four	will	present	findings	from	the	data	collected	in	observation	and	interview	forms	to	determine	how	multimedia	and	critical	thinking	can	be	incorporated	into	the	art	curriculum.	Two	sub	questions	were	also	addressed;	how	multimedia	might	support	critical	thinking	and	how	art	experiences	might	foster	critical	thinking	in	students.	The	findings	of	the	research	are	further	explained	in	this	chapter.	
 
Significance	of	the	study	
 Students,	no	matter	what	career	they	choose,	need	to	develop	an	understanding	about	media	and	how	to	use	technology	effectively.	Hicks	(1993)	states,	“All	children	must	be	prepared	to	use	communication	systems.	The	visual	aspects	and	art	relatedness	of	these	systems	requires	design	concepts	and	the	thinking	skills	associated	with	a	good	art	class”	(p.44).	Through	media	arts,	students	can	share	their	views	and	ideas	and	can	creatively	present	information	about	their	communities.	The	results	of	the	study	were	consistent	with	the	opinion	of	Long	(2001),	who	expresses	that	personal	computers	and	digital	technology	presents	a	resource	for	students	to	engage	with	class	content	in	a	critical	manner.	In	addition,	the	results	were	consistent	with	Knochel’s	(2013)	observation	that,	“online	resources	can	support	art	teachers	in	engaging	students	in	an	array	of	artistic	
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 expressions	and	digital	making,	and	forms	of	visual	research	that	utilize	social	media”	(p.13).	Not	only	was	the	study	consistent	with	the	research	of	Long	(2001)	and	Knochel	(2013),	but	it	also	presents	the	opportunity	for	other	educators	to	consider	the	implementation	of	multimedia	in	their	curricula.	Educators	might	consider	incorporating	new	media	in	their	instruction,	such	as,	social	webpages	as	research	engines	(Tumblr,	Pinterest),	videos,	photography,	smartphones,	computer	design	programs,	etc.	Maintaining	contemporary	relevance	can	be	an	aid	when	teaching	adolescent	students	in	order	to	retain	their	interest.	Art	making	is	problem	solving,	and	through	the	use	of	multimedia	the	student,	if	encouraged,	can	define	the	problem	and	develop	an	individualized	solution.	
 
Bias	and	Validity	
 Maxwell	(2013)	states,	“qualitative	researchers	typically	deal	with	validity	threats	as	particular	events	or	processes	that	could	lead	to	invalid	conclusions”	(p.124).	The	implementation	of	methods	and	procedures	does	not	guarantee	validity,	but	is	key	for	ruling	out	validity	threats	and	increasing	the	author’s	credibility.	The	process	of	triangulation	included	three	sources	of	information:	notes,	interviews,	audio	recording,	and	observation.	Written	observation	and	audio	recording	assured	the	consistency	of	data	throughout	the	research.	
 The	interviews	became	a	valuable	tool	for	the	author	in	deducing	concrete	evidence.	Since	the	author	is	part	of	her	study,	she	became	an	influence	on	her	interviewees.	However,	the	author	tried	to	minimize	her	influence	on	María	and	Sonia	[interviewees]	by	avoiding	leading	questions.	Maxwell	(2013)	posited,	“what	is	important	is	to	understand	how	you	are	influencing	what	the	information	says,	
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 and	how	it	affects	the	validity	of	the	inferences	you	can	draw	from	the	interview”	(p.125).	Triangulation	was	realized	through	found	data	that	complemented	one	another;	this	assisted	in	maintaining	objectivity	throughout	the	research	study.	Data	was	analyzed	using	the	constant	comparative	method	of	data	analysis	and	gave	insights	and	deepened	the	author’s	understanding	of	the	topic.	
Analysis	of	the	Data	
 The	data	of	this	qualitative	study	was	gathered	in	two	phases.	The	first	phase	of	collecting	data	included	one---on---one	interviews	with	the	author	and	two	educators	to	investigate	how	critical	thinking	and	multimedia	can	be	incorporated	in	the	visual	arts	curriculum	while	preparing	students	for	future	careers.	Once	all	the	data	from	Maria’s	and	Sonia’s	interviews	were	organized	into	coding	matrixes,	they	were	analyzed	as	a	whole	using	the	constant	comparative	method	of	analysis	(Appendix	B1).	The	second	phase	of	collecting	data	included	class	observation.	The	class	observation	served	as	a	tool	for	the	author	to	better	understand	students’	reactions	towards	multimedia.	Observing	students	allowed	the	author	to	look	for	patterns	across	the	interview	responses	and	the	students’	performance.	Responses	to	these	interviews	were	coded,	which	allowed	the	author	to	more	easily	utilize	the	comparative	method.	Figure	4.1	Themes	Diagram	shows	the	relevant	themes	that	emerged	from	the	analysis	of	data.	
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 Themes	 
 
 
 1---Critical	  4---Multimedia	 and	21st	Thinking	and	  
 Century	Visual	Arts	   Workforce	 3---Multimedia	
 and	Critical	  2---Multimedia	 Thinking	 5---Critical	in	classroom	  Thinking	and	settings	  21st	Century	
  Workforce	 
 
 
Figure	4.1	Theme	Diagram	
 
Results	of	the	Study	
 As	previously	stated	the	findings	of	this	study	were	used	to	determine	if	the	integration	of	multimedia	and	critical	thinking	skills	into	the	art	curriculum	could	improve	the	preparation	of	high	school	students	for	today’s	workforce.	The	results	of	the	interviews	and	observation	showed	that	students	use	critical	thinking	behavior	while	engaging	with	multimedia.	The	class	observation	showed	how	multimedia	could	be	incorporated	into	the	visual	art	curriculum.	In	addition,	the	interviews	presented	how	multimedia	and	critical	thinking	could	prepare	students’	for	today’s	workforce.	
 
Developing	Critical	Thinking	through	Visual	Arts	
 During	phase	one,	interviews	confirmed	that	critical	thinking	could	be	part	of	visual	arts	education.	This	phase	revealed	that	for	some	art	educators,	art	instruction	is	mostly	critical	thinking	about	problem	solving.	In	her	interview,	Sonia,	Academy	María	Reina	art	educator	posited,	
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 My	curriculum	is	based	in	teaching	techniques,	but	the	projects	are	all	about	critical	thinking,	because	I	do	not	tell	the	students	how	they	are	going	to	conduct	the	project.	I	only	tell	them	the	theme	and	the	medium	they	are	going	to	be	working	with.	For	example,	if	we	are	working	on	watercolor	and	I	tell	them	that	they	have	to	create	scenery,	then	their	critical	thinking	will	start	by	first	thinking	what	is	scenery,	what	watercolor	techniques	are	they	are	going	to	use,	etc.	(Sonia,	personal	communication,	July	8,	2015).	
 Both	interviews	showed	that	it	is	important	for	educators	to	create	a	curriculum	that	is	learner	centered.	To	articulate	critical	thinking	within	units	of	study,	educators	need	to	think	deep	and	strategically.	For	instance,	educators	can	adopt	simple	exercises	that	stimulate	critical	thinking	and	develop	lessons	that	do	not	focus	on	shaping	students	into	a	single	way	of	thinking.	
 Data	resulting	from	phase	two	(observation)	affirmed	that	visual	arts	promote	critical	thinking.	The	instruction	approached	in	the	classroom	appeared	to	promote	cooperation	and	collaboration	between	students.	Preparation	for	the	class	included	students	having	hands---on	experience	with	the	tools	that	were	going	to	be	used	in	class	and	a	visual	presentation.	This	allowed	students	to	develop	their	own	understanding	and	become	aware	of	multiple	perspectives.	
 
Fostering	Critical	Thinking	Skills	through	Multimedia	
 Interviews	showed	that	educators	could	increase	students’	critical	thinking	skills	through	the	use	of	multimedia.	María	stated	that	when	young	people	are	being	educated,	teachers	have	to	develop	their	critical	thinking	abilities	and	present	multimedia	as	a	teaching	tool.	
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 Educators	can	foment	critical	thinking	through	multimedia	by	presenting	the	multimedia	to	students.	Guide	them	on	how	it	is	used.	Give	examples,	be	models	for	the	use	of	that	technology.	It	is	also	important	to	inform	young	people	about	the	pros	and	cons	of	how	to	use	it.	(María,	personal	communication,	July	9th,	2015)	
 In	terms	of	art	education,	students	are	exposed	to	a	network	of	image	collections.	As	the	class	observation	showed,	educators	can	demonstrate	to	students	how	to	critically	observe	and	choose	among	the	constellation	of	imagery	that	the	web	provides.	Stanberry	(1993)	posits,	“in	today’s	fast	changing	world	the	ability	to	analyze	and	solve	a	variety	of	problems	quickly	is	more	important	than	applying	memorized	information”	(p.30).	
 During	class,	students	were	presented	with	a	creative	problem---	they	had	to	choose	a	theme	for	their	stop	motion	movie	and	look	for	images	that	translated	that	theme.	Furthermore,	observation	demonstrated	that	students	thought	in	a	critical	manner	when	they	engage	in	discussions	about	the	processes	they	chose	in	order	to	create	their	stop	motion	project.	At	the	end	of	the	class,	students	discussed	their	process;	they	talked	about	how	they	used	the	Photoshop	tools	in	order	to	enhance	their	photos	or	to	change	the	position	of	the	object	in	the	image.	Students	were	open	to	share	their	experiences	with	other	students.	This	allowed	a	critical	approach	to	be	present	at	the	classroom	setting.	The	ones	who	quickly	understood	spontaneously	helped	the	ones	who	had	more	difficulty.	While	working	with	the	program,	Photoshop,	the	author	noticed	that	students	would	get	easily	frustrated	when	they	failed	to	do	what	they	wanted.	After	they	learned	all	the	basic	tools	from	
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 the	program,	that	frustration	transformed	into	excitement	and	curiosity	where	students	wanted	to	learn	more.	
 Class	observation	showed	that	students	were	able	to	incorporate	critical	thinking	outside	the	classroom.	After	students	chose	their	pictures,	the	summer	camp	teacher	asked	questions	about	the	images	they	chose	including	questions	such	as	why	they	chose	specific	images,	what	words	they	wrote	when	they	were	searching	and	what	topic	they	chose.	Students	were	able	to	include	their	everyday	in	the	imaging	and	choice	of	their	topic	for	their	stop	motion	project.	Students	include	their	everyday	by	researching	photos	of	things	they	liked,	for	example,	one	student	topic	was	the	beach,	and	she	built	her	project	upon	her	likes	while	responding	to	the	demands	of	the	curriculum.	This	visual	construction	of	their	idea	for	the	stop	motion	movie,	presented	a	range	of	critical	thinking	skills,	since	they	made	decisions,	and	developed	justifications	for	their	choice.	
 
Multimedia	as	a	Tool	in	the	Classroom	Setting	
 Data	resulting	from	interviews	showed	how	art	educators	could	incorporate	multimedia	 as	 a	 tool	 and	 how	 can	 be	 a	 positive	 aid	 in	 the	 classroom.	 Sonia	explained	that	it	is	important	to	know	what	generation	is	being	taught.	
 I	use	multimedia	because	it	is	a	generation	that	needs	it.	For	example,	if	we	are	in	the	kind	of	traditional	art	and	working	with	a	watercolor	landscape,	before	students	begin	their	project	I	make	a	PowerPoint	presentation	of	the	different	watercolors	techniques	and	search	for	the	best	traditional	and	contemporary	watercolor	painters,	and	present	them	their	artworks.	I	also	have	CDs	of	how	to	paint	in	watercolor,	demos.	I	do	not	start	a	project	
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 without	any	integration	of	media	some	way.	(Sonia,	personal	communication,	July	8th,	2015).	
 During	María’s	interview,	SMPR	principal	and	educator,	she	explained	that	“today	students	are	much	more	visual,	much	more	auditory	than	the	traditional	student	from	various	years	ago.	Therefore,	the	incorporation	of	technology	facilitates	their	learning”	(personal	communication,	July	9th	2015).	Multimedia	has	an	interactive	capacity	that	makes	an	interesting	learning	aid.	It	is	considered	an	interesting	learning	aid	because	of	its	capacity	to	activate	students’	perception,	sight,	hearing	and	tactile.	Educators	are	teaching	digitally	savvy	students	who	“engage	in	the	world	of	expression	and	communication,	weaving	together	linguistic,	visual,	aural,	gestural	and	spatial	features	to	form	coherent	compositions”	(Huber,	Dinham	&	Chalk,	2015,	p.45).	For	this	reason,	the	author	believes	that	the	application	of	multimedia	can	increase	students	experience	with	visual	arts.	An	experience	that	provide	interesting	engagement	and	a	different	perception	of	the	tools	that	students	use	on	daily	basis.	
 Data	from	phase	two	showed	that	a	space	created	by	multimedia	ensures	that	students	can	be	actively	engaged	in	the	learning	process.	Classroom	activities,	such	as	working	in	groups,	student	engagement	allowed	them	to	analyze	the	class	content.	While	students	looked	for	images	in	a	social	web	search	engine,	Pinterest,	students	seemed	engaged	and	quickly	recognized	how	the	webpage	worked.	When	students	searched	for	images	on	the	website,	they	had	to	type	specific	words	to	narrow	their	search.	Students	compiled	a	list	of	words	for	their	big	idea	in	order	to	begin	searching	through	Pinterest.	Once	students	began	searching,	they	seemed	
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 attentive	to	other	suggestions	the	webpage	proposed.	At	the	end	students	had	compiled	multiple	images	to	choose	from	for	their	stop	motion	movie.	Students	had	the	opportunity	to	analyze	and	search	for	specific	images	that	would	translate	their	ideas.	Multimedia	was	introduced	into	the	creative	process	of	experimentation,	exploration	and	students’	creative	thought	process.	
Preparing	Students	with	Critical	Thinking	and	Multimedia	
 Data	from	the	interviews	suggest	that	critical	thinking	in	art	curriculum	prepares	students	for	the	educational	and	professional	demands	of	the	21st	century.	Sonia	explains	(personal	communication,	July	8th,	2015),	
 Critical	thinking	is	inside	and	outside	of	the	classroom.	When	it	is	time	to	apply	for	a	University,	the	students	have	to	write	an	essay,	among	other	things,	that	is	the	moment	where	critical	thinking	comes	into	play.	I	had	a	student	where	the	University	asked	her	for	a	copy	of	her	resume	and	she	made	one	in	a	newspaper	format.	Ultimately	it	is	about	standing	out	among	others.	Outside	of	the	classroom	I	see	how	students	use	problem	solving	in	their	personal	lives,	in	order	to	stand	out.	
 Beyond	the	classroom	setting,	students	encounter	situations	where	they	have	to	analyze	a	problem	and	make	decisions	about	the	most	effective	ways	to	solve	that	problem.	Integrating	multimedia	and	critical	thinking	skills	can	help	prepare	students	for	21st	employment	and	higher	education.	Conley	and	Wise	(2011)	state	that	“the	more	teachers	can	create	an	inclusive	environment	for	learning	and	practicing	different	forms	of	literacy,	the	more	prepared	students	will	be	for	comprehension	in	the	world	of	their	future”	(p.96).	
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 In	addition,	the	interview	with	María	showed	how	critical	thinking	help	students	learn	to	make	decisions,	which	will	help	them	when	they	enter	the	workforce.	María	posited,	
 Critical	thinking	helps	you	make	decisions	and	if	you	are	preparing	for	careers	where	you	have	to	make	decisions	or	want	to	make	decisions.	It	is	very	important	to	develop	critical	thinking,	develop	decision---	making	and	learn	how	to	develop	justifications	for	the	decisions	you	make	(María,	personal	communication,	July	9th	2015).	
 Critical	thinking	is	necessary	for	the	development	of	students’	individual	judgment,	which	is	required	for	self---reliance	in	the	workspace.	Engaging	students	in	solving	creative	problems	that	require	the	use	of	critical	thinking	and	application	of	content	can	help	prepare	students	for	higher	education	and	the	21st	century	workforce.	Twenty---first	century	business	and	social	practices	engage	employees	in	collaborative	efforts	to	solve	complex	problems	and	create	and	share	new	ideas	(Griffin,	McGaw	and	Care	2012,	p.1).	
 Moreover,	data	resulting	from	interviews	affirmed	that	multimedia	could	be	a	helpful	tool	for	preparing	students	for	21st	century	workforce.	During	her	interview,	Sonia	explained	that	multimedia	offers	different	ways	for	students	to	problem	solve,	and	this	will	help	them	in	their	future	careers.	“This	generation	has	the	opportunity	and	the	advantage	to	capture	things	in	a	more	creative	way,	and	that	is	what	companies	are	looking	for”	(Sonia,	personal	communication,	July	8,	2015).	María’s	interview	seconded	this	opinion,	
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 Technology	in	all	of	its	manifestations	is	a	tool	that	everyone	has	to	learn	to	use,	in	order	to	do	any	job.	To	my	understanding,	it	is	important	that	students	are	prepared	to	use	whatever	it	is	within	their	reach	and	all	of	this	preparation	will	be	exposed	in	adulthood	(personal	communication,	July	9th	2015).	
 In	an	era	of	technological	advancement,	having	a	variety	of	resources	for	main	instruction	can	be	positive	for	students	future	in	the	workplace.	Multimedia	has	become	a	creative	environment,	a	new	medium	for	educators	to	engage	in	new	practices.	
 The	class	observation	showed	that	the	curriculum	emphasized	21st	Century	Skills,	such	as	critical	thinking	via	multimedia.	Problem	solving	skills	appeared	in	a	collaborative	and	cooperative	manner	among	students.	The	author	noticed	how	the	teacher	simplified	course	content	so	that	students	were	not	afraid	to	work	with	programs	such	as	Photoshop	and	Illustrator.	At	the	beginning	of	class,	students	discussed	their	creative	process	and	problems	they	have	had	encountered	while	working	with	the	programs.	For	example,	when	students	were	working	with	transferring	their	Photoshop	images	to	Illustrator,	several	students	had	trouble;	the	students	who	were	able	to	transfer	their	image	were	open	to	discuss	and	show	the	other	students	their	process.	This	helped	to	show	how	critical	thinking	was	present	during	the	making	of	their	project.	
 
Summary	
 Chapter	four	has	examined	data	collection	results	from	class	observations	and	interviews.	The	findings	of	the	study	demonstrated	that	as	students	engaged	
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 with	multimedia	they	were	able	to	hone	critical	thinking	skills,	as	they	learned	to	analyze	issues	from	multiple	perspectives.	Students	became	engaged	when	class	material	related	to	their	social	daily	life	programs	(Pinterest).	In	addition,	the	study	confirmed	that	the	inclusion	of	critical	thinking	and	multimedia	could	help	prepare	students	for	their	future	career	choice.	Chapter	five	discusses	the	impact	of	this	study,	making	further	suggestions	for	application	of	curricula,	and	providing	a	unit	of	study	that	informs	educators	about	how	to	implement	multimedia	in	art	instruction.	
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CHAPTER	V	
 
CONCLUSION	AND	DISCUSSION	
 Chapter	five	presents	and	articulates	the	various	findings	of	how	multimedia	and	critical	thinking	skills	can	be	incorporated	into	the	art	curriculum	in	order	to	prepare	students	for	21st	century	careers.	Data	was	collected	through	interviews	and	class	observation	and	was	analyzed	using	the	constant	comparative	method.	The	results	of	this	qualitative	research	study	showed	comparative	data	regarding	students’	ability	to	hone	critical	thinking	skills	through	the	use	of	multimedia.	Furthermore,	this	chapter	will	discuss	the	connections	to	existing	literature	and	the	implications	of	the	results.	A	unit	plan	is	briefly	discussed	that	incorporated	many	facets	of	the	research.	The	chapter	concludes	with	recommendations	to	the	field	of	art	education	and	fellow	art	educators,	as	well	as	final	reflections	on	the	study	process	and	outcomes.	
 
Discussion	
 This	qualitative	data	supported	the	relation	between	multimedia	and	critical	thinking	skills	and	how	via	multimedia	students	could	hone	critical	thinking	skills.	The	results	of	this	study	were	supported	by	existing	literature	showing	that	multimedia	and	critical	thinking	can	be	incorporated	into	the	art	curriculum	in	order	to	enhance	students’	preparation	for	21st	century	careers.	After	conducting	and	analyzing	the	results,	this	process	has	had	a	significant	personal	impact	on	the	author	and	has	led	the	author	to	new	insight	for	her	instruction.	
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Reflections	on	Existing	Literature	
 The	literature	used	in	this	research	study	consistently	supported	the	implementation	of	multimedia	and	critical	thinking	skills	into	the	classroom.	The	data	from	this	study	revealed	that	multimedia	is	a	tool	that	teachers	can	use	to	engage	students	and	provide	effective	learning	opportunities	and	experiences	that	foster	critical	thinking	skills	among	students.	Knochel	(2013)	argued,	“utilizing	media	for	visual	research	facilitates	a	unique	visual	construction	of	social	interactions	that	can	impact	student’s	critical	thinking”	(p.	14).	Class	observation	revealed	that	students	used	critical	thinking	when	conducting	a	research	through	a	social	media	engine.	The	interviews	revealed	that	the	application	of	multimedia	in	the	classroom	setting	could	help	prepare	students	for	the	21st	century	workforce.	Slade	(as	cited	by	Loveless	1990)	states,	
 If	the	child	of	the	future	is	to	be	literate	in	the	contemporary	world,	he	or	she	will	need	to	learn	and	be	comfortable	with	two	new	languages	systems:	the	first	is	data	in	motion’,	the	language	of	letter	and	number	via	the	computer;	the	second	is	‘images	in	motion’,	the	language	of	photography,	film,	video	and	satellite	communication	systems.	(p.203)	
 Students	building	image	collection	for	their	stop	motion	movie	presented	a	range	of	visual	strategies	and	generative	play	of	ideas	constructed	through	the	collected	images.	The	search	key	words	on	Pinterest	were	an	example	of	building	visual	communication,	bringing	together	the	association	from	both	the	students	and	connections	made	through	Pinterest.	
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 The	author’s	results	also	supported	existing	literature	about	the	inclusion	of	multimedia	in	the	art	curriculum.	In	his	study,	Long	(2001)	concluded	that	tools	like	multimedia	should	be	a	part	of	students’	learning.	Analysis	of	the	data	confirmed	that	the	inclusion	of	multimedia	in	the	art	curriculum	could	enhance	students’	critical	thinking	skills.	Moreover,	Long	(2001)	posits	that	personal	computers	and	digital	technology	presents	a	resource	for	students	to	engage	with	in	a	critical	manner	(p.256).	Class	observation	showed	how	multimedia	was	introduced	into	the	creative	process	and	critical	thinking	process	of	students.	
 Data	collected	from	observation	supported	existing	literature	regarding	using	online	access	as	a	tool	to	engage	students.	According	to	Knochel	(2013),	“online	resources	can	support	art	teachers	in	engaging	students	in	an	array	of	artistic	expression	and	digital	making	forms	of	visual	research	that	utilize	social	media”	(p.13).	Students	responded	in	a	critical	manner	when	they	chose	the	images	for	their	stop	motion	project.	In	addition	students	enjoyed	the	freedom	of	using	social	media	they	were	familiar	with.	
 The	results	of	the	study	also	supported	the	critical	thinking	definition	proposed	by	Buffington	(2007).	Critical	thinking	involves	considering	an	issue,	a	project,	an	idea,	and	artwork	from	multiple	perspectives.	Through	multiple	perspectives	students	develop	understanding,	ability	to	elaborate	opinions,	and	awareness	of	multiple	interpretations.	Class	observation	revealed	that	class	discussion	is	an	exercise	in	critical	thinking;	students	reflect	on	their	own	thoughts	and	others.	Students	observed	collaborated	easily	and	shared	their	knowledge.	
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Personal	Impact	of	the	Study	
 This	study	has	shown	that	multimedia	and	critical	thinking	skills	can	be	included	in	the	visual	art	curriculum	and	can	be	used	as	a	tool	for	preparing	students	for	the	workforce	of	the	21st	century.	The	findings	solidified	the	author’s	initial	inclination	to	incorporate	multimedia	in	her	curriculum.	It	emphasizes	the	value	for	art	educators	to	promote	a	curriculum	that	incorporates	multimedia	in	their	instruction.	Media	arts	can	enhance	the	academic	content	of	the	curriculum.	This	study	provided	strong	evidence	to	show	that	not	only	multimedia	is	an	engaging	art	form	for	students;	it	is	a	tool	that	hones	critical	thinking	skills	and	creative	thought.	As	a	result	of	the	personal	impact,	a	unit	plan	was	designed	that	incorporates	multimedia	and	critical	thinking	skills,	and	assists	with	students’	preparation	for	the	workforce	of	the	21st	century.	
 The	result	of	this	study	have	altered	and	expanded	the	author’s	perception	and	personal	definition	of	multimedia.	Prior	to	this	study,	the	author	viewed	multimedia	as	an	engaging	tool,	not	as	a	means	to	develop	critical	thinking	skills	and,	even	more,	help	prepare	students	for	their	future	careers.	The	author	has	embraced	the	idea	of	creating	a	curriculum	based	on	problem	solving	by	teaching	art	techniques	through	critical	thinking.	
 
Rationale	for	the	Unit	Plan	
 One	of	the	purposes	of	teaching	is	preparing	students	for	their	adult	life,	for	them	to	become	responsible	and	productive	members	of	our	community.	High	school	students	are	in	a	stage	of	independence;	they	are	making	their	own	choices,	while	preparing	for	their	next	step.	By	presenting	a	unit	that	involves	making	and	
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 reading	photographs,	students	learn	about	problem	solving,	reflect	upon	their	own	experiences	and	make	choices.	All	forms	of	art	provide	elements	that	lend	themselves	to	critical	thought.	As	Nilson	et.	al	(2013)	states,	“the	forms	of	art	like	music,	visual	and	dance	arts	help	the	individuals	to	develop	the	habit	of	critical	thinking	through	logic	and	reasoning”	(p.2).	
 Just	like	any	other	art	form,	in	photography,	students	collaborate	to	describe,	analyze,	interpret	and	make	informed	judgments	about	their	work	and	others.	Templeton	(1969)	argues,	“Students	must	critically	observe	art	forms	of	the	past.	Just	as	they	should	be	able	to	evaluate	critically	art	forms	of	their	own	creation”	(p.5).	Critical	thinking	utilizes	abstractions	and	non---rules	based	strategies	to	help	students	in	making	their	own	decisions.	In	this	unit	students	have	the	opportunity	to	make	artistic	decisions	regarding	their	work.	Students	have	to	consider	how	to	design	content	for	different	viewing	devices,	such	as	smart	phones,	tablets,	computers	and	laptops.	Assessments	provide	the	author	with	the	opportunity	to	provide	students	with	feedback	on	their	progress.	
 
Impact	on	Practice	
 In	the	past	two	years	of	teaching	the	author’s	experience	with	multimedia	has	been	limited.	This	study	has	inspired	the	author	to	learn	to	manage	and	improve	the	way	technology	will	shape	her	art	instruction.	Prior	to	this	study,	the	author	has	been	using	standard---based	rubrics	and	the	author	acknowledges	that	it	is	necessary	to	create	units	that	emphasizes	21st	Century	Skills,	such	as	critical	thinking.	As	an	art	educator,	the	author	must	become	a	guide	for	students	learning	and	preparation	for	the	21st	century.	In	order	to	enable	learning	experiences	in	the	classroom	for	
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 students,	 it	 becomes	 necessary	 to	 understand	 more	 deeply	 the	 challenges	and	opportunities	multimedia	offers,	some	of	which	have	been	uncovered	by	this	research	study.	
 
Recommendations	
 The	outcome	of	this	research	study	provides	useful	data	for	the	art	classroom	as	well	as	the	field	of	art	education.	After	reflecting	on	the	outcomes	of	this	study,	further	research	opportunities	arise.	Many	students	grow	up	already	expert	in	multimedia.	However,	teachers	should	include	these	forms	in	their	instruction.	When	students	have	the	opportunity	to	perform	in	multimedia	classrooms,	they	show	dimensions	of	expertise	in	comprehension	(Conley	and	Wise,	2011,	p.	96).	There	are	many	methods	to	include	multimedia	in	the	art	curriculum,	while	fostering	critical	thinking	skills,	such	as	Power	Point	presentations,	videos,	etc.	
 
Conclusion	
 This	interview	and	observation	based	study	explored	how	multimedia	and	critical	thinking	skills	can	be	adapted	into	the	visual	arts	curriculum,	in	order	to	prepare	students	for	the	21st	century	workforce.	The	study	further	evidenced	the	need	for	art	educators	to	incorporate	21st	century	skills,	such	as	critical	thinking	in	their	instruction.	It	would	benefit	the	field	of	art	education	to	embrace	contemporary	ideals,	popular	culture	and	new	media	to	remain	valuable	in	the	21st	century.	Students	are	the	technology	savvy,	and	educators	should	be	encouraged	to	expand	their	curriculum	to	embrace	new	ideas,	such	as	Adobe	design	software	programs,	digital	cameras,	social	search	engines	(Pinterest),	and	mixed	media,	in	order	to	continue	to	reach	today’s	generation.	
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Advice	to	the	Field	of	Art	Education	
 Fostering	critical	thinking	skills,	particularly	at	a	high	school	level,	can	present	many	challenges,	but	this	study	revealed	that	in	order	for	students	to	be	prepared	for	the	workforce	of	the	21st	century,	art	educators	must	create	a	learner	focused	curriculum	and	foster	a	learning	environment	where	students	use	problem	solving	in	a	collaborative	and	cooperative	context.	As	Gude	(2013)	states,	“we	must	be	willing	to	let	go	of	some	of	the	old	familiar	projects	in	order	to	make	room	for	other	sorts	of	projects	and	other	kinds	of	art	experiences”	(p.	6).	Art	education	must	embrace	the	technological	changes	of	our	society;	multimedia	is	a	new	methodology	that	can	be	incorporated	into	the	visual	arts	curriculum	and	help	promote	students’	critical	attitude	and	interpretation.	
 
Advice	to	Art	Teachers	
 This	study	indicates	that	art	educators	can	develop	a	curriculum	that	includes	multimedia	and	critical	thinking	skills	as	a	means	to	enhance	students’	preparation	for	today’s	workforce.	The	inclusion	of	multimedia	is	not	solely	a	means	for	student	engagement;	rather	it	is	a	tool	for	teachers	to	utilize	to	captivate	students	while	developing	critical	thinking.	Art	educators	should	remain	actively	engaged	in	the	process	of	art	making.	If	at	all	possible,	they	should	experience	all	art	methods,	media,	and	techniques	before	presenting	it	to	students.	This	will	assist	in	predicting	possible	complications	and	apprehensions	students	might	experience.	When	art	educators	feel	comfortable	enough	to	implement	multimedia	in	their	instruction,	the	process	must	be	thoughtful	and	purposeful	in	order	to	achieve	the	end	goal	of	student	preparation.	A	focused	and	cohesive	curriculum	benefits	
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 students	and	teachers	as	well,	implementing	learning	skills	and	life	skills	can	be	done	in	all	subjects.	Lastly,	the	integration	of	multimedia	could	provide	students	with	infinite	sources	of	inspiration	and	art	resources,	as	well	as	promote	constructive	class	discussions.	
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Appendix	A	
 
Interview	Protocol	 
 
Your	Name:	Liz	Emille	Negrón	
 
Research	 Questions:	 How	 might	 multimedia	 and	 critical	 thinking	 be	incorporated	 into	 the	 art	 curriculum	 to	 help	 support	 and	 enhance	 students’	preparation	for	the	21st	Century	careers?	
 
General	Research	Question:	How	might	multimedia	support	critical	thinking?	
 
Specific	Research	Questions:	How	might	art	experiences	foster	critical	thinking	skills?	
 
 
How	will	you	record	your	interview	(check all that is applicable): Audio	Tape	 
 iPhone	Other	means:	
 
Other data to be collected (check all that is applicable):  
Artworks 
Photographs 
Video Tape 
Other: Please explain 
 
Complete	the	following	based	on	methods	and	materials	assignment	6.1	
and	my	feedback.	
 
Number	of	Participants:	2	 
Duration	of	Interview:	30---45	minutes	
Potential	Date	&	Time:	Wednesday	July	1st,	10:00	am	
Location:	Secondary	of	Puerto	Rico	Type	of	Interview	(check	all	that	is	applicable):	 Structured	(Survey---	contact	me	independently	for	this)	 Unstructured	&	open	ended	 
 Semistructured & open ended 
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Interview	Question	 Sonia	
 How	might	critical	thinking	relate	to	your	career	as	an	art	teacher?	
 
 
 
Type	of	Question	
(Check	what	
applies)	 
Devil’s Advocate  
Question  
Hypothetical  
Question  
 interpretive 
Question 
Ideal Position 
Question
 
 
 
Probe	 
(Check	what	
applies)	 
The Silent Probe  
 The Echo Probe 
The Uh-huh 
Probe
The Tell Me 
More 
 What	role	does	critical	thinking	play	in	your	visual	arts	curriculum?	  Devil’s Advocate  Question  
Hypothetical  
Question  
 interpretive 
Question 
Ideal Position 
Question
 
The Silent Probe 
The Echo Probe  
 The Uh-huh 
Probe
 The Tell Me 
More
 What	benefits,	if	any,	do	you	find	students	take	from	the	use	of	multimedia	in	their	projects?	
 
Devil’s Advocate  
Question  
Hypothetical  
Question  
 interpretive 
Question 
Ideal Position 
Question
 
The Silent Probe 
The Echo Probe 
The Uh-huh 
Probe  
 The Tell Me 
More
 Using	multimedia,	through	which	processes	do	you	observe	students	reflect	critically	on	content?	What	does	that	critical	reflection	look	like?	
 
Devil’s Advocate  
Question  
Hypothetical  
Question  
 interpretive 
Question 
Ideal Position 
Question
 
The Silent Probe 
The Echo Probe 
The Uh-huh 
Probe  
 The Tell Me 
More
 What	role	does	critical	thinking	play	in	students’	preparation	for	future	careers?	  Devil’s Advocate  Question  
Hypothetical  
Question  
 interpretive
 
The Silent Probe 
The Echo Probe  
 The Uh-huh 
Probe
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Question  
Ideal Position  
Question 
 
The Tell Me  
More 
 What	role	does	multimedia	play	in	fostering	critical	thinking	skills?	What	skills	do	you	see	students	using	when	engaged	in	multimedia	lessons?	
 
 
 
 
 
 Which	art	experiences	do	you	observe	promoting	critical	thinking	skills?	
 
Devil’s Advocate  
Question  
Hypothetical  
Question  
 interpretive 
Question 
Ideal Position 
Question
Devil’s Advocate 
Question 
Hypothetical 
Question 
interpretative	 Question	
Ideal Position 
Question 
 
The Silent Probe 
The Echo Probe  
 The Uh-huh 
Probe
 The Tell Me 
More
 
 
The Silent Probe 
The Echo Probe 
The Uh-huh 
Probe  
 The Tell Me 
More
 How	might	the	inclusion	of	multimedia	and	critical	thinking	help	prepare	students’	for	the	work	environment	you	have	experienced	directly?	
 
Devil’s Advocate 
Question  
 Hypothetical 
Question 
interpretive 
Question 
Ideal Position 
Question
 
The Silent Probe  
The Echo Probe  
The Uh-huh  
Probe  
The Tell Me  
More 
 How	are	experiences	in	the	art	classroom	that	incorporate	multimedia	and	critical	thinking	similar	or	different	to	your	experience	as	a	professional	during	the	last	15	years?	
 
 
 
 
Interview	Question	 Maria	
 
Devil’s Advocate 
Question  
 Hypothetical 
Question 
interpretive 
Question 
Ideal Position 
Question  
Type	of	Question	 
(Check	what	
applies)	

 
The Silent Probe  
The Echo Probe  
The Uh-huh  
Probe  
The Tell Me  
More 
 
 
Probe	 
(Check	what	
applies)	

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 What	benefits,	if	any,	do	you	find	students	take	from	the	use	of	multimedia	in	their	projects?	
 
 
 
 
 
 
 What	role	does	critical	thinking	play	in	your	curriculum?	
 
 
 
Devil’s Advocate  
Question  
Hypothetical  
Question  
 interpretive 
Question 
Ideal Position 
Question
Devil’s Advocate 
Question 
Hypothetical 
Question 
 interpretive 
Question 
Ideal Position 
Question
 
 
 
The Silent Probe  
 The Echo Probe 
The Uh-huh 
Probe
The Tell Me 
More 
 
 
The Silent Probe 
The Echo Probe  
 The Uh-huh 
Probe
 The Tell Me 
More
 How	might	the	inclusion	of	multimedia	and	critical	thinking	help	prepare	students’	for	the	working	environment	you	have	experienced	directly?	
 
Devil’s Advocate  
Question  
Hypothetical  
Question  
 interpretive 
Question 
Ideal Position 
Question
 
The Silent Probe 
The Echo Probe 
The Uh-huh 
Probe  
 The Tell Me 
More
 What	is	the	relationship	between	multimedia	and	students’	preparation	for	future	careers?	
 
Devil’s Advocate  
Question  
Hypothetical  
Question  
 interpretive 
Question 
Ideal Position 
Question
 
The Silent Probe  
The Echo Probe  
The Uh-huh  
Probe  
The Tell Me  
More 
 How	does	the	use	of	multimedia	relate	to	 Devil’s Advocate The Silent Probe your	career	as	an	educator?	 Question The Echo Probe 
 Hypothetical  The Uh-huh 
 Question Probe 
  interpretive The Tell Me 
 Question More 
 Ideal Position  
 Question  
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 In	what	ways	does	your	school	embrace	or	reject,	recent	changes	in	technology?	If	so,	how	do	you	include	them	in	your	instruction?	
 
 
 
 
 
 How	as	educators	can	we	foster	critical	thinking	skills	through	the	use	of	multimedia?	In	what	ways	have	you	used	multimedia	to	foster	critical	thinking	skills?	
 
 
 
Devil’s Advocate  
Question  
Hypothetical  
Question  
 interpretive 
Question 
Ideal Position 
Question
Devil’s Advocate 
Question 
Hypothetical 
Question 
 interpretive 
Question 
Ideal Position 
Question
 
 
 
The Silent Probe 
The Echo Probe  
 The Uh-huh 
Probe
 The Tell Me 
More
 
 
The Silent Probe 
The Echo Probe 
The Uh-huh 
Probe  
 The Tell Me 
More
 As	a	principal,	what	are	you	thoughts	on	incorporating	critical	thinking	and	multimedia	in	the	classroom?	
 
Devil’s Advocate 
Question  
 Hypothetical 
Question 
interpretive 
Question 
Ideal Position 
Question
 
The Silent Probe 
The Echo Probe  
 The Uh-huh 
Probe
The Tell Me 
More 
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Appendix	B	
 
Observation	Protocol	 
 
Your	Name:	Liz	Emille	Negrón	
 
Research	Question:	
 How	might	multimedia	and	critical	thinking	be	incorporated	into	the	art	curriculum	to	help	support	and	enhance	students’	preparation	for	21st	Century	careers?	 
Sub	Questions:	
 How	might	multimedia	support	critical	thinking?	 How	might	art	experiences	foster	critical	thinking	skills?	
 
How	will	you	record	your	observation:	 Audio	Tape	iPhone	 Video	Tape	 Fieldnotes	Other	means:	Please	explain	
 
Other	data	to	be	collected:	 Artworks	(include	number)	 Photographs	(include	number)	Video	Tape	 Other:	Please	explain	
 
 
Number	of	Observations:	2	 
Number	of	students	or	teachers	that	you	might	be	observing:	1	teacher	
Duration	of	Observations:	4	hours	 
Potential	Date	&	Time:	7/14/2015	&	7/15/2015	
 
Location:	Atlantic	University	College	 9	Jorge	L.	Colton	Street.	Guaynabo,	PR	00969	
 
Type	of	Observation	(check	all	that	is	applicable):	 Participant	Observation	Non	Participant	Observation	 
What	is	that	I	am	looking	  Observation	Notes	  Reflection	
for?	    
---Multimedia	use	    
---Critical	thinking	    
     Classroom	setup	     
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	Structure	of	class.	Teaching	strategies	used	
 	Content	covered	Student	participation:	discussion	
 Student	participation:	art	making.		Student---teacher	interaction.	 	Student	time	on	task.	
 
 
Rough	Sketch	of	Classroom	 
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 Themes	 
 Critical	Thinking	and	Visual	Arts	
 Multimedia	in	classroom	settings	
 
 Multimedia	 and	Critical	Thinking	
 Critical	Thinking	and	21st	Century	Workforce	
 Multimedia	and	21st	Century	 Workforce	
 
 
Appendix	C	
 
Coding	Matrix	 
 
 
 Interview	Sonia	 Interview	María Observation Observation	 Day	#1 Day	#2	
 
 
 
 In	art	 ---Students	 ---	Teacher	everything	is	 engaged	in	 provided	critical	 small	groups	 instructional	thinking,	art	is,	 (collaborative	 activities	that	we	have	a	 activities).	This	 invited	problem	and	 collaboration	 students	to	ask	we	have	to	 was	supported	 questions	and	somehow	solve	 by	discussions	 observe.	that	problem.	 that	were	not	 ---	Students	were	Weather	the	 teacher---	 presented	with	problem	is	to	 centered.	 stop	motion	paint,	create	a	 Allowing	 movie	made	by	logo,	or	create	 students	to	 teacher.	They	anything.	In	 think	in	a	 had	an	initial	every	branch	of	 critical	manner.	 reaction	and	an	art	you	have	to	 ---Students	 interpretation	solve	a	problem	 formulated	their	 about	what	the	and	the	way	to	 own	opinions.	 movie	was	fix	it	is	to	use	  about.	your	critical	   thinking.	For	   example,	if	you	   have	to	draw	a	   human	figure,	   how	you	are	   going	to	meet	   the	measures	of	   the	human	   figure.	What	   tools	are	you	   going	to	use,	   what	approach	   you	take	to	   solve	the	   artistic	   problem.	For	   me	art	is	pure	   
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 critical	 thinking,	 perhaps	there	is	some	 mathematics	 involved,	but	mostly	is	a	 creative	way	to	 solve	a	problem	 that's	what	art	is	for	me	what	 my	culture	 classes.	
 ---Well	let's	start	 ---Today	students’	 ---	The	class	 ---Students	had	with	the	fact	 are	much	more	 began	with	a	 the	that	the	 visual,	much	 presentation	 opportunity	to	generation	I	am	 more	auditory	 explaining	how	 search	for	teaching	is	a	 than	the	 to	conduct	a	 images	for	technological	 traditional	 search	in	the	 their	stop	generation.	I	 student	from	 global	web.	 motion	project,	use	multimedia	 various	years	ago.	 ---Multimedia	 in	Pinteret	(a	because	it	is	a	 Therefore,	the	 functioned	as	a	 social	media	generation	that	 incorporation	of	 “hook”	to	 engine).	needs	it,	for	 technology	 engage	 ---When	working	example	if	we	 facilitates	 students.	 with	the	are	in	the	kind	 learning.	Before	 ---	Students	had	 program	of	of	traditional	 we	limited	 more	hands---on	 Photoshop,	art	and	working	 ourselves	to	 experience	in	 students	got	with	a	 learning	through	 the	classroom.	 easily	watercolor	 written	and	  frustrated	landscape	 published	books	  when	trying	to	before	students	 or	references.	  do	what	they	begin	their	 ---Students	today	  wanted.	Once	project	I	make	a	 use	all	of	their	  the	basic	PowerPoint	 senses	to	learn	or	  commands	presentation	of	 to	make	  were	learned,	the	different	 decisions.	  students’	watercolors	 One	of	the	things	  frustration	techniques	and	 we	do	at	the	  became	seek	for	the	 school	is	that	  excitement	and	best	traditional	 young	people	  curiosity.	and	 watch	videos,	   contemporary	 view	photos	or	   watercolor	 watch	   painters,	and	 PowerPoint	   present	them	 presentations,	   their	job.	I	also	 then	comment	on	   have	CDs	of	 them,	or	make	   how	to	paint	in	 comparisons.	For	   
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 watercolor,	 example,	if	you	   demos.	I	do	not	 have	a	book	and	   start	a	project	 read	that	book	   without	any	 and	see	the	film,	   integration	of	 it	allows	you	   media	some	 compare	   way.	 messages,	   ---In	the	 themes,	   traditional	art	 characters,	it	   class,	painting,	 allows	you	to	   drawing,	 make	a	   etcetera,	they	 comparative	   react	very	well	 analysis	of	this	   to	the	demos.	 piece	using	both	   Many	of	the	 mediums.	In	the	   students	ask	me	 same	way	you	can	   to	lend	them	 include	radio	   the	demo.	 programs,	   Another	thing	I	 television	   do	is,	when	I	 programs,	letting	   teach	abstract	 students	develop	   art	I	have	two	 critical	thinking	   cd	of	 skills	and	a	   unconventional	 Socratic	thought.	   abstract	art.	For	    students	this	is	    a	wonderful	    thing	because	    these	videos	    you	may	feel	    like	you	are	    there	with	the	    artist,	and	it	    seems	to	me,	    that	they	leave	    the	classroom	    inspired.	    
    In	my	graphic	 Educators	can	 ---	The	teacher	 ---Students	arts	class	when	 foment	critical	 used	digital	 thought	in	a	students	create	 thinking	through	 based	 critical	manner	the	web	page	 multimedia	by	 demonstrations,	 by	navigating	for	the	patron	 presenting	the	 which	lead	to	 and	analyzing	Saint	Joseph	 multimedia	to	 students	discuss	 large	reserves	they	have	to	 students.	Guide	 about	their	own	 of	online	image	present	your	 them	on	how	it	is	 ideas.	 collections.	page	the	 used.	Give	   students	see	 examples,	be	   what	cool	is	it	 models,	for	the	   to	create	a	 use	of	that	   
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 website.	One	of	 my	students	 this	passed	year,	her	 mother	has	a	 food	truck	and	as	a	class	 project	she	 made	a	 webpage	for	her	food	truck,	 she	made	a	new	 logo,	she	made	 all	scaffolding	marketing	to	 her	mom’s	 truck.	I	think	 through	the	processes	 students	will	 take	advantage	of	the	 multimedia.	 The	process	it	is	 important,	there	is	no	 project	that	 goes	without	 any	class	discussion	 Interestingly,	 they	share	their	 thought	processes	with	 others	in	the	 sense	of,	where	did	you	get	that	 idea	or	what	 inspired	you	to	 do	this,	or	how	did	this	 transparency,	 How	did	you	 see	that	day?	How	did	you	 were	able	to	 create	a	night	 and	still	see	light?	 So	this	capacity	
 technology.	It	is	 also	important	to	 inform	young	people	about	the	 pros	and	cons	of	 how	to	use	it,	because	not	all	 technologies	are	 good.	Everything	 depends	on	the	use	of	it,	 multimedia	is	a	 tool	to	teach.	As	 these	tools	 incorporate	what	 students	want	to	 do	their	projects.	
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 for	critical	   thinking,	   problem	solving	   is	shared	   among	them.	In	   the	class	of	   graphic	arts	   where	problem	   solving	   becomes	   completely	   digital,	they	   analyze	   everything,	   everything	they	   do	and	have	the	   ability	to	share	   their	   experiences.	   Since	all	   projects	are	   discussed	   critical	thinking	   is	present	all	   the	time.	   ---I	think	that	 ---For	starters,	 ---Students	companies	are	 critical	thinking	 analyzed	the	looking	for	 helps	you	make	 teachers	video	today,	even	if	 decisions	and	if	 and	look	for	you	will	not	 you	are	preparing	 possible	work	for	a	 for	careers	where	 meanings.	company	and	 you	have	to	take	 ---Assignment	are	going	to	 decisions	or	want	 [personal	topic	work	for	 to	take	decisions.	 for	the	stop	yourself,	it	is	 It	can	also	be	a	 motion	project]	that	a	person	 business;	it	can	  that	can	 also	be	a	non---	  overcome	 governmental	  obstacles.	I	 organization.	The	  mean	you	have	 possibilities	  this	problem,	 today	are	not	only	  and	you	have	to	 for	the	use	of	and	  solve	it.	For	 follow	  example,	take	 recommendations	  the	economic	 or	instructions	  situation	in	the	 from	a	  country,	how	 supervisor.	  can	we	help	 Therefore,	it	is	  solve	the	 very	important	to	  problem;	the	 develop	critical	  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 ---	Students	where	 presented	 critical	 thinking	skills	while	making	 decisions	about	 their	projects.	 ---	Students	showcased	 critical	 thinking	about	 their	images,	with	the	use	of,	 remixing	and	 assembling	images.	
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 solution	is	not	 saying	there	is	 nothing	we	can	do.	In	art	just	 like	that,	 because	you	cannot	say	look	 I	cannot	do	 anything.	You	 would	not	have	a	project;	you	 have	to	follow	 until	you	finish	 the	project.	What	better	 training	for	 generations	 who	are	entering	the	 workforce;	you	 cannot	say	there's	nothing	 to	do,	you	have	 to	have	a	way	to	 resolve.	I	believe	that's	 what	they	are	 looking	for	in	 corporations.	In	María	Reina,	 they	give	us	 training	and	 these	corporations	 come	to	discuss	 the	requirements	 they	are	looking	 for	in	an	 employee.	For	us	to	know	 what	to	include	 in	our	teaching.	 ---Multimedia	offers	many	fun	 ways	to	capture	 critical	 thinking,	and	that	is	what	 companies	are	
 thinking,	develop	 decision---making,	 develop	justifications	that	 making	decisions.	
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 ---Technology	in	all	 ---Students	 ---Students	its	manifestations	 learned	how	to	 collaborated	are	tools	that	 access	a	global	 easily	with	everyone	has	to	 network	of	 each	other,	learn	to	use	to	do	 resources.	 sharing	their	any	job,	if	we	are	  knowledge	talking	about	  with	their	
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 looking	for.	I	 professionals	or	 peers.	mean	you	can	 also	to	exclude	 ---Curriculum	capture	your	 certain	uses	in	all	 emphasized	critical	thinking	 professional	 21st	century	through	a	 fields.	To	my	 skills	[critical	movie,	you	can	 understanding	it	 thinking].	capture	it	 is	very	important	  through	a	 that	students	are	  presentation,	or	 prepared	to	use	  you	can	express	 whatever	is	  it	through	a	 within	their	reach	  digital	game.	 and	all	of	that	  This	generation	 preparation	will	  has	the	 be	exposed	in	  opportunity,	 adulthood.	To	  and	the	 then	be	able	to	  advantage	that	 decide	in	an	  they	have	the	 informed	way	  solution	to	their	 whether	or	not	it	  problem	and	 is	beneficial	for	  does	not	have	 him	or	her.	  to	translate	it	   into	an	essay.	   They	have	so	   many	other	   ways,	they	can	   capture	things	   in	a	more	   creative	way,	to	   me	that's	the	   role	of	   multimedia,	it	   offers	all	these	   opportunities.	   The	tools	in	   multimedia	are	   infinite;	there	   are	endless	   alternatives	   that	students	   have	to	choose	   from.	For	me,	it	   seems	   wonderful,	that	   students	can	   express	   themselves	   differently	than	   the	   conventional,	   
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 writing,	doing	a	 report.	When	 you	are	using	media	need	to	 be	 observational,	students	have	 to	have	some	 degree	of	skill	 in	design.	All	multimedia	 requires	a	 design,	either	if	 you	are	designing	a	 magazine	cover,	 or	as	you	design	 a	film,	or	how	you	are	going	to	 lead	it.	In	life	 everything	does	not	matter,	you	 are	using	 design	 principles,	even	when	you're	 writing	an	 essay;	you	get	a	 paragraph	to	leave	a	line	not	 leave	a	line,	 that's	design.	I	 think	as	students	 internalized	 these	principles	they	keep	 evolving	 through	 multimedia.	
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Appendix	D	
 
Unit	Plan	
 
BOSTON	UNIVERSITY	PROGRMAS	IN	EDUCATION	
 
UNIT	PLAN:	CAF	AR	890	
 
NAME:	LIZ	EMILLE	NEGRON	
 
THEME:	Let’s	GIF	a	little	
 
Unit	Rationale	
 One	of	the	purposes	of	teaching	is	preparing	students	for	their	adult	life,	for	them	to	become	responsible	and	productive	members	of	our	community.	High	school	students	are	in	a	stage	of	independence;	they	are	making	their	own	choices,	while	preparing	for	their	next	step.	By	presenting	a	unit	that	involves	making	and	reading	photographs,	students	learn	about	problem	solving,	reflect	upon	their	own	experiences	and	making	choices.	All	forms	of	art	provide	elements	that	lend	themselves	to	critical	thought.	As	Nilson	et.	al	(2013)	states,	“the	forms	of	arts	like	music,	visual	and	dance	arts	help	the	individuals	to	develop	the	habit	of	critical	thinking	through	logic	and	reasoning”	(p.2).	
 Just	like	any	other	art	form,	in	photography	students	collaborate	to	describe,	analyze,	interpret	and	make	informed	judgments	about	their	work	and	others.	Templeton	(1969)	argues,	“Students	must	critically	observe	art	forms	of	the	past.	Just	as	they	should	be	able	to	evaluate	critically	art	forms	of	their	own	creation”	(p.5).	Critical	thinking	utilizes	abstractions	and	non---rules	based---strategies	to	help	students	in	making	their	own	decisions.	In	this	unit	students	have	the	opportunity	to	make	artistic	decisions	regarding	their	work.	Students	have	to	consider	how	to	
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 design	content	for	different	viewing	devices,	such	as	smart	phones,	tablets,	computers	and	laptops.	Assessments	provide	the	author	with	the	opportunity	to	provide	students	with	feedback	on	their	progress.	
 
References	
 Nilson,	C.,	Fetherston,	C.,	McMurray,	A.,	&	Fetherston,	T.	(2013).	Creative	Arts:	An	Essential	Element	in	the	TeacherToolkit	When	Developing	Critical	Thinking	in	Children.	Australian	Journal	of	Teacher	Education,	38(7),	p.	1---17.	
 Templeton,	E.D.,	(1969).	Critical	Thinking	and	Teaching	Art.	Art	Education.	22	(1),	pp.4---9	
 
Component  Explanation 
Name:  Liz Emille Negrón 
   
Descriptive title for the unit:  Let’s GIF a little 
Goals:  Students should: The goals are based on the Visual 
  and Performing Arts Content Standards for Puerto 
  Rico. 
 
Understand:  
  Apply a range of interests and contextual 
connections to influence the art-making and 
self-reflection processes.  
  Evaluate personal artwork during production 
to determine areas of success.  
  Two-dimensional or three dimensional art 
materials and tools to understand the potential and 
limitations of each. 
 
Know:  
• Use visual-thinking and problem-solving skills. 
  Manipulate content, media, techniques, and 
processes to achieve communication with 
artistic intent. 
 
Be able to:  
• Analyze images and combine them into a 
new way in order to create an original work, utilizing 
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multimedia.  
• Integrate multimedia into their aesthetic and 
creative processes. 
  Combine creative and technical knowledge to 
  produce visually strong works of art. 
   Use the media effectively to communicate 
  visual ideas. 
   Create a work of personal art using various 
  media to solve an open-ended artistic problem. 
 
 
 
Instructional Concepts: “Art Education, like all subjects, should be connected 
  immediately to students’ lives; therefore, curriculum, 
  because of this connection to students’ life and their 
  worlds, should be thought of as an ongoing process 
  and not a product” (Stuhr, 2003, pp.303). This unit is 
  intended for students to be able to make a personal 
  connection to their work. The main goal is that 
  students are able to think in a critical manner about 
  how they experience visual culture and how influence 
  one. 
  Employing the metaphor to exemplify how visual 
  culture influence one, students control over the 
  amount of personal information revealed in the art 
  made. “The signs and symbols constituting an artwork 
  make assertions that can be proved or disproved in our 
  experience” (Feldman, 1996, p.107). Developing in 
  students a broader understanding of how visual-culture 
  influences and inspires artistic, contemporary imagery 
  reinforces their artmaking choices. 
   
Lessons:  •Lesson One: Introduction 
  A Power Point presentation is presented (by the 
  teacher) that shares a brief history of the conception of 
  Digital Art and its presence in Puerto Rico. Artist 
  exemplars Carlos Betancourt and Rabindarant Díaz 
  Cardona. The teacher leads a discussion about how 
  visual popular culture influences one. Students search 
  for twenty GIFS of their like. Afterwards students 
  annotate four GIFS, in each annotation students 
  should: 
  -   Use screenshots to show two or three stages of 
  the movement. 
  -   Comment on what occurs in the GIF 
  -   Make note of positive aspects of the GIF 
  (things that worked well) 
  -   Make note of negative aspects of the GIF 
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(things that did not worked, looked sloppy)  
- Comment on how they thought the GIF was 
made (layer structure, keyframes, etc.) 
The teacher leads a class discussion where 
students discussed their annotations. 
•Lesson Two: Image Collection 
A Power Point presentation is presented (by the 
teacher) that shares more in depth, how visual culture 
influences one. Artist exemplars are introduced: 
works by Carlos Collazo Mattei and Aixa Requena. 
Students begin brainstorming the heading GIF content 
(what would work, what things they liked, what things 
they wish to see, what would make an interesting 
GIF). After students use their brainstorm 
information/inspiration, they write down two ideas. 
Students discuss these ideas with the teacher (what 
aspects they like and what aspects might be difficult). 
Students pick the one idea that seems the most 
feasible. Lastly, they draw a visual plan for their GIF. 
Homework: Students search for images for their GIF, 
they write down the process for each image they are 
searching for. 
Guide Questions: 
-What have I typed into Google Image Search? 
What alternative might I try? 
-Will I have to remove backgrounds? 
-Will I have to adjust the colors? 
-Will I have to adjust filters? 
-Is the image good enough quality? 
-Is it too big or small? 
•Lesson Three: 
Teacher demonstrates Adobe design programs, how to 
use Photoshop layers and After Effects. The teacher 
exemplar is used for illustrating the steps involved for 
completing the GIF. After discussing the images and 
annotations with teacher, students will continue to work 
and complete their animation on the computer.  
  Lesson Four: 
Students prepare for class presentation of their GIFS-
class critique. The final work is presented on the 
computers. Homework is assigned; students write an 
artist statement that disclosure their artist influence, 
the reasons for the choice of images, the aspects of 
the final product, challenges experiences, and new 
concepts learned during each process for constructing 
the GIF. 
 
 
 69	
21st	CENTURY	SKILLS	IN	THE	ART	ROOM	 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Assessment: 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
References: 
 
•Materials:  
-Computer 
- Adobe Photoshop, After Effects 
-Sketchbook 
- #2 Pencils 
- USB 
•Exemplars: 
- Teacher Models  
- Artist’s examples •Teacher's 
process and product visuals:  
- Project Directions/ Grading Rubrics 
- Finished sample completed by teacher -
Work of known Contemporary Artists  
Both formative and summative assessments 
are utilized for grading.  
Did students: 
qq Understand how Photoshop 
works. qq Understand how After 
Effects works. qq Understand how 
altered pictures 
qq Created interesting compositions.  
qq Finished their work in time. 
 
Informal Assessment(s):  
qq Classroom observations  
qq Classroom discussion (group and individual)  
Formal Assessment(s): 
To Assess students: 
qq Understand how Photoshop works.  
qq Understand how After Effects works.  
qq Understand how altered pictures.  
qq Created interesting compositions. 
 
 
Stuhr, P.L. (2003). A tale of why social and cultural 
content is often excluded from art education 
and why it should not be. Studies in Art 
Education, 44(4), 301-314. 
 
Simpson, J.W. (1998). Designing units for conceptual 
thinking. In J.W. Simpson, J.M. Delaney, K.L. 
Carroll, C.M. Hamilton, S.I. Kay, M.S.  
Kerlavage, & J.L. Olson, Creating meaning 
through art: Teacher as a choice maker (pp.289-
322). Upper Saddle River, NJ: Prentice Hall. 
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Student	Handout	
 Making	a	GIF	in	Photoshop:	
 1. Open	Photoshop	and	then	open	the	image	in	Photoshop.		 2. If	parts	of	the	image	are	too	close	to	the	edge	of	the	canvas,	enlarge	it	(Image/Canvas	Size).		 3. If	the	image	has	a	white	background,	select	the	image	using	the	Quick	Selection	tool.	A	very	quick	way	 to	do	 this	 is	 to	select	 the	background,	and	 then	 Invert	the	selection	(Select/Inverse).		 4. Select	the	image	(CTRL+C),	then	Paste	(CTRL+V).	This	will	create	a	new	layer	with	a	transparent	layer.	You	can	then	get	rid	of	the	original	(Background)	layer	by	dragging	it	into	Trash.		 5. If	your	image	already	had	a	transparent	background,	then	you	can	omit	steps	4	and	5.		 6. Create	a	new	layer	by	clicking	on	the	New	Layer	icon	at	the	foot	of	the	layers	panel,	and	then	drag	it	down	below	the	first	layer	(the	one	with	the	image	on	it).		 7. Use	the	paint	bucket	tool	to	fill	the	background	layer	with	white.		 8. Click	back	on	the	image	layer,	and	create	several	more	copies	of	this	by	dragging	that	layer	down	to	the	New	Layer	button.		 9. Name	the	first	layer	Original.	Click	on	the	first	layer	above	Original,	as	this	is	where	you	will	begin	your	animation.	Click	on	the	Eye	symbol	to	turn	off	all	the	layers	except	the	one	that	you	are	working	on.		 10. Go	to	Edit/Puppet	Warp	and	click	on	Puppet	Warp.	Your	image	will	probably		 have	a	mesh	all	over	it.	This	makes	it	harder	to	work,	so	turn	it	off,	by	clicking	on	the	Show	Mesh	button	(just	below	the	Window	menu	button).		 11. Click	on	several	positions	on	the	image	to	place	pins	–	these	are	what	you	use	to	move	parts	of	the	image.	Then	click	on	one	of	the	pins	and	drag	it	slightly.	Click	on	the	tick	at	the	top	of	the	screen	to	accept	the	changes.	Turn	that	layer	off,	and	turn	on	the	layer	above.	Place	pins	as	you	did	previously,	move	the	pins	again.	Do	this	for	as	many	layers	as	you	like.		 12. Select	the	original	layer	again,	to	start	the	animating.		 13. Go	to	Window	and	select	Timeline.		 14. Make	sure	that	Create	Frame	Animation	is	selected.	Click	on	the	
Create	Frame	Animation	button	and	the	image	will	appear	in	the	timeline.	Change	the	delay	to	0.1	sec,	and	the	Looping	
Option	to	Forever.		 15. Click	on	the	New	Frame	button	to	create	a	new	copy	of	the	image.	 
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 Then,	in	the	Layers	panel,	click	on	the	eye	symbols	to	turn	off	the	first	image,	and	turn	on	the	next	one.	  16. Repeat	step	16	to	produce	the	next/final	image	in	the	timeline.		 17. When	the	animation	is	finished,	you	can	try	it	out	by	clicking	on	the	play	button	just	below	the	timeline.		 18. When	you	are	happy	with	the	animation,	go	to	File,	Save	for	Web.	In	 
CC this	will	be	found	in	File/Export.	Select	GIF	as	the	format.	You	can	also	change	size	of	the	file	if	it	is	very	large.	
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